o 
o. 



O 



CM 
O 



ro 

O 



O 

q: 



o.-<: 

Of 
OLU 




^8 



LU 



:C3 



m 
o 



V 



UJCJ) 



"C3 



-<=s 

CO 



5g h;: 00 o ^ 



CO 

^— 

UJ 
CO 

>— 

CO 



CO 



UJ 
CO 



CvJ 



CO 



CO 
X 



CO 



CO 

I— 

■< 
I— 

CO 



CO 



CO 



fvj ro 

17 



CO 

CD 



LU 
CO 



CO 



LU 



I 

>- 



3 
CL 




O 
c\J 



CD 



CSCJ) 

a. — 









CD 






Of 






-< 




cr> 


o 




CO 


CO 






»l 




o 


o 




TR 


•f— 










o 


o 




CJ) 


o 
1 

QO 




UJ 






=D 
CO 




IMA 



in 

CM 



■<: 

CO 



O 
O 
CM 



J7 



o 

ro 




\ 



F I G. 4 



INPUT PORT [0] (INMAPO) 


[D7] 


STROBE SIGNAL OUTPUT FROM MAIN CPU 


[D6] 


UNASSIGNED 


[D5] 


UNASSIGNED 


[D4] 


UNASSIGNED 


[D3] 


POWER DOWN SIGNAL 


[D2] 


UNASSIGNED 


[D1 3 


UNASSIGNED 


[DO] 


UNASSIGNED 


F 1 G. 5 


CONTROL OUTPUT PORT [0] (CNTMAPO) 


[D7] 


SOUND MUTE CONTROL OUTPUT 


[D6] 


UNASSIGNED 


[D5] 


UNASSIGNED 


[D4] 


UNASSIGNED 


[D3] 


UNASSIGNED 


[D2] 


UNASSIGNED 


[D1 3 


UQUID CRYSTAL DISPLAY PROBE OUTPUT 


[DO] 


WATCHDOG TIMER RESET 


F 1 G. 6 




COMMAND RECEIVE PORT 


[HIGHER HIERARCHICAL LEVEL] (COMHMAP) 


[D7] 


DATA D15 OUTPUT FROM MAIN CPU 


[D6] 


DATA D14 OUTPUT FROM MAIN CPU 


[D5] 


DATA D13 OUTPUT FROM MAIN CPU 


[D4] 


DATA D12 OUTPUT FROM MAIN CPU 


[D3] 


DATA D11 OUTPUT FROM MAIN CPU 


[D2] 


DATA D10 OUTPUT FROM MAIN CPU 


[D1 ] 


DATA D9 OUTPUT FROM MAIN CPU 


[DO] 


DATA D8 OUTPUT FROM MAIN CPU 



F I G. 7 



COMMAND RECEIVE PORT 
[LOWER HIERARCHICAL LEVEL] (COMLMAP) 


[D7] 


DATA D7 OUTPUT FROM MAIN CPU 


[D6] 


DATA D6 OUTPUT FROM MAIN CPU 


[D5] 


DATA D5 OUTPUT FROM MAIN CPU 


[D4] 


DATA D4 OUTPUT FROM MAIN CPU 


[D3] 


DATA 03 OUTPUT FROM MAIN CPU 


[D2] 


DATA D2 OUTPUT FROM MAIN CPU 


[D1 ] 


DATA Dl OUTPUT FROM MAIN CPU 


[DO] 


DATA DO OUTPUT FROM MAIN CPU 



F I G. 8 



UQUID CRYSTAL DISPLAY COMMAND 
TRANSMISSION PORT (LCDMAP) 


[D7] 


DATA D7 OUTPUT TO IMAGE DISPLAY CPU 


[D6] 


DATA D6 OUTPUT TO IMAGE DISPLAY CPU 


[D5] 


DATA D5 OUTPUT TO IMAGE DISPLAY CPU 


[D4] 


DATA D4 OUTPUT TO IMAGE DISPLAY CPU 


[D3] 


DATA D3 OUTPUT TO IMAGE DISPLAY CPU 


[D2] 


DATA D2 OUTPUT TO IMAGE DISPLAY CPU 


[D1 ] 


DATA Dl OUTPUT TO IMAGE DISPLAY CPU 


[DO] 


DATA DO OUTPUT TO IMAGE DISPLAY CPU 


F 1 G. 9 


SOUND OUTPUT PORT (SUNDMAP) 


[D7] 


SOUND OUTPUT D7 


[D6] 


SOUND OUTPUT D6 


[D5] 


SOUND OUTPUT D5 


[D4] 


SOUND OUTPUT D4 


[D3] 


SOUND OUTPUT D3 


[D2] 


SOUND OUTPUT D2 


[Dl ] 


SOUND OUTPUT Dl 


[DO] 


SOUND OUTPUT DO 



FIG. 10 



RECEIVE COMMAND CODE 


COMMAND 
CODE 


DATA 
VALUE 


DtbCKiP rioN 


MCMD.MAX 


OOFH 


MAXIMUM COMMAND CODE OUTPUT FROM MAIN CPU 


MCMDJNIT 


001 H 


PRESENTATION INITIALIZATION COMMAND CODE 


MCMD.DEMO 


002H 


DEMONSTRATION DISPLAY COMMAND CODE 


MCMD.MDIN 


003H 


GAMING TOKEN INSERTION COMMAND CODE 


MCMD.NMST 


004H 


COMMAND CODE FOR STARTING GAME DURING NORMAL 
GAME 


MCMD_RBST 


005H 


COMMAND CODE FOR STARTING SPINNING OF REELS 
DURING RB 


MCMD.BBST 


006H 


COMMAND CODE FOR STARTING SPINNING OF REELS 
DURING BB 


MCMD.RLSP 


007H 


STOP REEL COMMAND CODE 


MCMD.NHIT 


008H 


GENERATION (ALL REEL STOP) COMMAND CODE 


MCMD.JHIT 


009H 


GENERATION-OF-JACKPOT-GAME COMMAND CODE 


MCMD.POFN 


GOAH 


PAYOUT COMPLETION COMMAND CODE 


MCMD_BNST 


OOBH 


COMMAND CODE FOR INSTRUCTING CHANGING OF 
STATUS OF BONUS GAME 


MCMD.BBFN 


OOCH 


BB END OPERATION COMMAND CODE 


MCMD.ERR 


OODH 


ERROR PRESENTATION INSTRUCTION COMMAND CODE 


MCMD.PSEL 


ODEH 


COMMAND CODE CONCERNING TYPE OF PRESENTATION 
RENDERED BY MAIN CPU 


MCMD.SUND 


OOFH 


SOUND PRESENTATION INSTRUCTION COMMAND CODE 


ERRN.MAX 


OOFH 


ALLOWABLE NUMBER OF CONTINUOUS RECEIVE ERRORS 



FIG. 11 



01H 


PRESENTATION INITIALIZATION 


NONE 



FIG. 12 



02H 


DEMONSTRATION DISPLAY 


NONE 


F 1 G. 13 


03H 


INSERT GAMING TOKEN 




NUMBER OF TOKENS TO BE INSERTED 




FOR JACKPOT GAME (1-3) 



FIG. 14 



04H 


START GAMES DURING NORMAL GAME 


TYPE OF GENERATION 


b7 


BB 


b6 


RB 


b5 


REPLAY OR RB DURING BB 


b4 


DIAMOND 


b3 


DRAGON 2 


b2 


DRAGON 1 


b1 


FOUR CHERRIES 


bO 


TWO CHERRIES 



FIG. 15 



05H 


START SPINNING OF REELS DURING RB 


NUMBER OF AVAILABLE RB GAMES, 
NUMBER OF AVAILABLE RB OPERATIONS 


b7 




b6 




b5 


NUMBER OF AVAILABLE RB GAMES (12-1) 


b4 


NUMBER OF AVAILABLE RB GAMES (12-1) 


b3 


NUMBER OF AVAILABLE RB GAMES (12-1) 


b2 


NUMBER OF AVAILABLE RB GAMES (12-1) 


b1 


NUMBER OF AVAILABLE RB OPERATIONS (3-1. 0) 


bO 


NUMBER OF AVAILABLE RB OPERATIONS (3-1, 0) 



FIG. 16 



06H 


START SPINNING OF REELS DURING BB 


NUMBER OF REMAINING BB GAMES, 
NUMBER OF AVAILABLE RB OPERATIONS 


b7 


TYPE OF BB (0/1= WHITE 7/RED 7) 


b6 


NUMBER OF REMAINING BB GAMES (30-1) 


b5 


NUMBER OF REMAINING BB GAMES (30-1) 


b4 


NUMBER OF REMAINING BB GAMES (30-1) 


b3 


NUMBER OF REMAINING BB GAMES (30-1) 


b2 


NUMBER OF REMAINING BB GAMES (30-1) 


b1 


NUMBER OF AVAILABLE RB OPERATIONS (3-1) 


bO 


NUMBER OF AVAILABLE RB OPERATIONS (3-1) 



FIG. 17 



07H 


REEL STOP 


STOP REEL INFORMATION 


b7 




b6 




b5 




b4 




b3 




b2 


3RD STOPPAGE 


b1 


2ND STOPPAGE 


bO 


1ST STOPPAGE 


FIG. 18 


08H 


ELECTIONS EXCLUSIVE OF GENERATION 
OF JACKPOT GAMES 


TYPE OF GENERATION 


b7 


RB(01). WHITE 7(10). RED 7(11) 


b6 


RB(01). WHITE 7(10). RED 7(11) 


b5 


REPLAY OR RB DURING BB 


b4 


DIAMOND 


b3 


DRAGON 2 


b2 


DRAGON 1 


b1 


4 CHERRIES 


bO 


2 CHERRIES 



FIG. 19 



09H 



GENERATION OF JACKPOT GAMES 



NUMBER OF AVAILABLE ELECTIONS (8 TO 1). 
0 DEPICTS FAILURE 



FIG. 20 



OAH 



COMPLETION OF PAYOUT 
NONE 



FIG. 21 



OBH 


INSTRUCTION FOR CHANGING STATUS OF BONUS GAME 


OOH 


RB COMPLETED 


01H 


START BB1-2 

(RB PERFORMED DURING BB IS COMPLETED: WHITE 7) 


02H 


START BB2-2 
(RB PERFORMED DURING BB IS COMPLETED: RED 7) 


03H 


START BB3 

(RB PERFORMED DURING BB IS COMPLETED; COMMON) 


04H 


SB TERMINATION 1 PRESENTATION INSTRUCTION 
(NORMAL END) 


05H 


BONUS TERMINATION 2 PRESENTATION INSTRUCTION 
[RB 1 OR 2 ENDED WITH PUNCTURES (FAILURES)] 


06H 


BONUS TERMINATION 3 PRESENTATION INSTRUCTION 
[RB 3 ENDED WITH PUNCTURES (FAILURES)] 


07H 


BONUS TERMINATION 4 PRESENTATION INSTRUCTION 
[ENDED WITH PUNCTURES (FAILURES) DURING NORMAL GAME] 



FIG. 22 



OCH 


OPERATION AT THE END OF BB 


OOH 


COMPLETION OF WAIT FOR GAME STOP 
TIME AFTER COMPLETION OF BB 


01H 


SETTLEMENT OPERATION 


02H 


PLAY-OUT OPERATION 



FIG. 23 



ODH 


ERROR INSTRUCTION 


OOH 


CANCEL ERROR STATUS 


01H 


INSERTED TOKEN PASSAGE TIME ERROR 


02H 


INSERTED TOKEN PASSAGE CHECK ERROR 


03H 


GAMING TOKEN AUXILIARY STORAGE FULL ERROR 


04H 


INSERTED TOKEN REVERSE-MOVEMENT ERROR 


05H 


HOPPER EMPTY ERROR 


06H 


HOPPER JAM ERROR 


07H 


ILLEGAL HIT ERROR 



FIG. 24 



OEH 1 TYPE OF PRESENTATIONS TO BE PERFORMED BY MAIN CPU 


TYPE OF PRESENTATION 


b7 




b6 




b5 




b4 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


b3 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


b2 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


b1 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


bO 


GAME START SOUND (0/1=START SOUND 1/2) 



FIG. 25 



OFH 


SOUND PRESENTATION INSTRUCTION 


15H 


REEL SPINNING DISABLE SOUND (4.1 SECONDS) 


16H 


GENERATION-OF-BB-EXPECTATION SOUND 

(REEL L/-ZH/ soma 1) 


17H 


GENERATION-OF-BB-EXPECTATION SOUND 
(REEL LI-ZHf soma 2) 


18H 


GAMING TOKEN PAYOUT SOUND 1 
(TRANSMITTED AT SETTLEMENT) 


1DH 


GAMING TOKEN INSERTION SOUND 1 
(WHEN CREDIT IS ADDED) 


02H 


SPINNING DISABLE SOUND, PAYOUT SOUND MUTE 



FIG. 26 



DISPLAY CONTROL CODE 


COMMAND 


DATA 
VAI IJF 


DESCRIPTION 






COMMAND TRANSMISSION START CODE 


DSPJNIT 


001 H 


UQUID CRYSTAL DISPLAY ERASURE 
CIMITIAI I7ATION COMMAND) 


DSP.DEMO 


002H 


DEMONSTRATION DISPLAY 


DSP RttL 


OUdn 


KttL oUKttN UloKLAY 


DSP_NSTR • 


004H 


START SPINNING OF REELS ON NORMAL REEL 
SCREEN 


DSP.SSTR 


005H 


START SPINNING OF 
INTERNALLY-NOTIFItD-S 1 Al US HbtL SCREEN 


DSP.NLSP 


006H 


STOP LEF 1 KbtL UN NORMAL HbhL SOKtbN 


DSP.RECH 


007H 


Zy-2r// PHbSb NT ATION INSTRUCTION 
1 UK UIN NUrtiVlAL Kccl_ oUKttN^ 


DSP_SSTP 


008H 


o 1 UK KttLo UN IiN 1 tKNALLY NU 1 IrltU o 1 A 1 Uo 


DSP.NHIT 


009H 


GENERATION OF SMALL-JACKPOT COMBINATION 
OM NORMAI RFFI ^^CRFFN 


DSP.SHIT 


OOAH 


nFNFRATIOM OF *=;MAI I -JACKPOT COMRINATIOM 
ON INTERNALLY-NOTIRED-STATUS REEL SCREEN 


DSP BHIT 


OOBH 


GENERATION OF BONUS 


DSP^BSTG 


OOCH 


BONUS STAGE DISPLAY 


DSP_RSTR 


OODH 


START SPINNING OF REELS DURING RB 


DSP.JHIT 


OOEH 


JACKPOT WINNING PRESENTATION 


DSP.BSTR 


OOFH 


START SPINNING OF REELS DURING BB 


DSP.BNHT 


001 OH 


SMALL- JACKPOT COMBINATION WINNING IN 
NORMAL GAME DURING BB 


DSP.BRHT 


011H 


GENERATION OF RB DURING BB 


DSP.ERR 


01 2H 


ERROR SCREEN DISPLAY 


NORM_REEL 


001 H 


DISPLAY DESIGNATION ON NORMAL REEL SCREEN 


FGDU.REEL 


002H 


DISPLAY DESIGNATION ON 

INTERNALLY-NOTIFIED-STATUS REEL SCREEN 



FIG. 27 



01 h 


LIQUID CRYSTAL DISPLAY MUTE (INITIALIZATION COMMAND) 


NONE 



FIG. 28 



02h 



DEMONSTRATION DISPLAY 



NONE 
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03h 


REEL SCREEN DISPLAY 


REEL SCREEN TYPE 


Olh 


NORMAL REEL SCREEN 


02h 


INTERNALLY-NOTIRED-STATUS REEL SCREEN 


DISPLAYED-SYMBOL DATA 1 


b7 


UNASSIGNED 


b6 


UNASSIGNED 


b5 


UNASSIGNED 


b4 


0 


b3 


LEFT DISPLAYED SYMBOL 


b2 


LEFT DISPLAYED SYMBOL 


b1 


LEFT DISPLAYED SYMBOL 


bO 


LEFT DISPLAYED SYMBOL 


DISPLAYED-SYMBOL DATA 2 


b7 


CENTER DISPLAYED SYMBOL 


b6 


CENTER DISPLAYED SYMBOL 


b5 


CENTER DISPLAYED SYMBOL 


b4 


CENTER DISPLAYED SYMBOL 


b3 


RIGHT DISPLAYED SYMBOL 


b2 


RIGHT DISPLAYED SYMBOL 


b1 


RIGHT DISPLAYED SYMBOL 


bO 


RIGHT DISPLAYED SYMBOL 
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DISPLAYED SYMBOL 


OOh 


7 


01 h 


BAR - 


02h 


Do 


03h 


CAKE 


04h 


COOKIE 


05h 


E ■ 


06h 


X 


07h 


T 


08h 


R 


09h 


A 



FIG. 31 



04h 


REEL SPINNING START ON NORMAL REEL SCREEN 


SIGN PRESENTATION INSTRUCTION 


OOh 


GENERATION OF SMALL-JACKPOT COMBINATION 
PRESENTATION WITHOUT SIGN 


Olh 


GENERATION OF DB OR CHERRY WITH LOW-DEGREE SIGN 


02h 


GENERATION OF DB OR CHERRY WITH HIGH-DEGREE SIGN 


03h 


GENERATION OF DRAGON WITH LOW-DEGREE SIGN 


04h 


GENERATION OF DRAGON WITH HIGH-DEGREE SIGN 


05h 


GENERATION OF DIAMOND. WITH LOW-DEGREE SIGN 


06h 


GENERATION OF DIAMOND WITH HIGH-DEGREE SIGN 


07h. 


REPLAY GENERATION SIGN 


08h 


Z./-Z/y/PRESENTATION WITHOUT SIGN 


09h 


OSHIKURA U-ZHf SIGN 


OAh 


POWERBALL Z./-Z///SIGN 


OBh 


BALANCING-ON-ROLUNG-BALL LJ-ZHfS\Q\A 


OCh 


YAH-HOO SIGN 


ODh 


BB DETERMINATION (RAINBOW 7) 


OEh 


RB DETERMINATION (RAINBOW, BAR) 


DISPLAYED-SYMBOL DATA 1 (SAME AS ABOVE) 


DISPLAYED-SYMBOL DATA 2 (SAME AS ABOVE) 



FIG. 32 



SPINNING START ON 
INTERNALLY-NOTIFIED-STATUS REEL SCREEN 
SIGN PRESENTATION INSTRUCTION 
(SAME AS Fig. 31, BUT FOR ONLY SMALL-JACKPOT 
COMBINATION GENERATION PATTERN) 
DISPLAYED-SYMBOL PATTERN 1 (SAME AS 

ABOVE) 

DISPLAYED-SYMBOL PATTERN 2 (SAME AS 
ABOVE) 



FIG. 33 



UNASSIGNED 


LEFT REEL STOP ON NORMAL 
REEL SCREEN (UNASSIGNED) 


LEFT REEL STOP DISPLAYED-SYMBOL DATA 
(SET ON LOWER FOUR BITS) 



FIG. 34 



07h 


STOP ON NORMAL REEL SCREEN 
(Z7-Z/y/PRESENTATION INSTRUCTION) 


Z./-Z/y/ PRESENTATION INSTRUCTION 


OOh 


NO Z./-27// PRESENTATION 


Olh 


NORMAL FAILURE 


02h 


NORMAL WINNING 


03h 


OSHIKURA FAILURE 


04h 


OSHIKURA WINNING 


05h 


BALANCING-ON-ROLUNG-BALL RIGHT FAILURE 


.06h 


BALANCING-ON-ROLUNG-BALL RIGHT WINNING 1 


07h 


RB UPGRADE 


08h 


BALANCING-ON-ROLUNG-BALL RIGHT WINNING 2 


09h 


BALANCING-ON-ROLUNG-BALL LEFT FAILURE 


OAh 


BALANCING-ON-ROLUNG-BALL LEFT WINNING 1 


OBh 


BB UPGRADE 


OCh 


BALANCING-ON-ROLUNG-BALL LEFT WINNING 2 


ODh 


BALANCING-ON-ROLUNG-BALL CENTER FAILURE 


OEh 


BALANCING-ON-ROLUNG-BALL CENTER WINNING 1 


OFh 


RESERVED FOR FUTURE USE 


lOh 


BALANCING-ON-ROLUNG-BALL CENTER WINNING 2 


1 1h 


. POWERBALL 1 FAILURE 


12h 


POWERBALL 1 WINNING 


13h 


POWERBALL 2 FAILURE 


14h 


POWERBALL 2 WINNING 


15h 


POWERBALL 3 FAILURE 


16h 


POWERBALL 3 WINNING 


STOP SEQUENCE NUMBER/STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 


FIG. 35 


08h 


REEL STOP ON INTERNALLY-NOTIFIED-STATUS REEL SCREEN 


STOP SEQUENCE NUMBER/STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 
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09h 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION ON NORMAL REEL SCREEN 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION INSTRUCTION 


b7 


' DROPPED 


b6 


UNASSIGNED 


b5 


REPLAY WINNING 


b4 


DIAMOND WINNING 


b3 


DRAGON 2 WINNING 


b2 


DRAGON 1 WINNING 


b1 


FOUR CHERRIES WINNING 


bO 


TWO CHERRIES WINNING 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 



FIG. 37 





SMALL-JACKPOT COMBINATION WINNING 


OAh 


PRESENTATION ON 




INTERNALLY-NOTIFIED-STATUS REEL SCREEN 




SMALL-JACKPOT COMBINATION INSTRUCTION 




(SAME AS IN Fig. 36) 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 



FIG. 38 . 



OBh 


BONUS WINNING PRESENTATION 


TYPE OF BONUS WINNING 


Olh 


EXTRA 


02h 


WHITE 7 


03h 


RED 7 



FIG. 39 



OCh 


BONUS STAGE DISPLAY INSTRUCTION 


BONUS STAGE TYPE 


OOh 


RB STAGE 1 (TRUE RB) 


Olh 


RB END (TRUE RB) 


02h 


BB STAGE 1 START DISPLAY 


03h 


BB STAGE 2 START DISPLAY (RBI IS ENDED DURING BB) 


04h 


BB STAGE 3 START DISPLAY (RB2 IS ENDED DURING BB) 


05h 


BB END PRESENTATION DISPLAY 1 (NORMAL END) 


06h 


BONUS END PRESENTATION DISPLAY 2 
(RBI AND 2 ARE ENDED WITH FAILURES) 


07h 


BONUS END PRESENTATION DISPLAY 3 
(RB 3 IS ENDED WITH FAILURE) 


08h 


BONUS END PRESENTATION DISPLAY 4 
(NORMAL GAME IS ENDED WITH FAILURE) 
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ODh I START SPINNING OF REELS DURING RB 

RB STAGE (1-3) 

NUMBER OF RB GAMES (1-12) 



FIG, 41 



OEh JACKPOT-GAME WINNING PRESENTATION 



RB STAGE (1-3) 



NUMBER OF WINNING OF JACKPOT GAMES (0-8) 
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OFh I START SPINNING OF.REELS DURING BB 

BB STAGE (1-3) 

NUMBER OF REMAINING BB GAMES (30-1) 



FIG. 43 



10h 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION IN NORMAL GAME DURING BB 


BB STAGE (1-3) 


NUMBER OF REMAINING BB GAMES (30-1) 


SMALL- JACKPOT COMBINATION WINNING 
PRESENTATION INSTRUCTION 


b7 


DROPPED 


b6 


UNASSIGNED 


b5 


REPLAY GAME WINNING 


b4 


DIAMOND WINNING 


b3 


DRAGON 2 WINNING 


b2 


DRAGON 1 WINNING 


b1 


FOUR CHERRIES WINNING 


bO 


TWO CHERRIES WINNING 



FIG. 44 



1 1h 


PRESENTATION OF RB WINNING 
ARISEN DURING BB 


RB STAGE (1-3) 


FIG. 45 


12h 


ERROR SCREEN DISPLAY 


ERROR TYPE 


01 h 


INSERTED TOKEN PASSAGE TIME ERROR 


02h 


INSERTED TOKEN PASSAGE CHECK ERROR 


03h 


GAMING TOKEN AUXILIARY STORAGE FULL ERROR 


04h 


INSERTED TOKEN REVERSE-MOVEMENT ERROR 


05h 


HOPPER EMPTY ERROR 


06h 


HOPPER JAM ERROR 


07h 


ILLEGAL HIT ERROR 




FIG. 46 
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NONRCP.CD 


008H 


DESIGNATION OF /y-ZW PRESENTATION WITHOUT SIGN 


YHOPRE_CD 


OOCH 


YAH-HOO SIGN PRESENTATION CODE 


BLNRC.CD 


OODH 


BONUS (BB) DETERMINATION SIGN, (BALLOON u-ZHJ) 
PRESENTATION CODE 


NRMRC_CD 


001 H 


NUKMAL Zj— ^/y/ HKbobPJ I A 1 lUN UUDh 


STSD.DMSK 


001 H 


MASK DATA FOR EXTRACTING GAME START SOUND 


FLSH_DMSK 


01 EH 


MASK DATA FOR EXTRACTING REEL LAMP FLASH CODE 


PCHG^NUM 


10 


NUMBER OF GAMES IN WHICH STATIONARY DISPLAYED SYMBOLS ARE 
CHANGED AFTER ILLUMINATION OF WIN LAMPS 


RKUP.BBDT 


1 


UPGRADE FLAG VALUE FOR BB-DETERMINATION DISPLAYED SYMBOL 


RKUP.RBDT 


2 


UPGRADE FLAG VALUE FOR RB-DETERMINATION DISPLAYED SYMBOL 


STRL.MSK 


007H 


MASK DATA FOR EXTRACTING STOP REELS 


PICMAX 


009H 


MAXIMUM CODE FOR SYMBOLS TO BE DISPLAYED ON 
LIQUID-CRYSTAL DISPLAY 


CPIC.MAX 


004H 


MAXIMUM CODE FOR CHARACTERS (FOR L/-ZH/ PRESENTATION) 
DISPLAYED ON LIQUID CRYSTAL DISPLAY 


BPIC_MAX 


001 H 


MAXIMUM CODE FOR BONUS-DETERMINATION DISPLAYED SYMBOL 


PIC.INITI 


OOOH 


SYMBOLS DISPLAYED ON LIQUID CRYSTAL DISPLAY. 
INITIAL VALUE OF 1. LEFT-7 


PIC.INIT2 


012H 


SYMBOLS DISPLAYED ON LIQUID CRYSTAL DISPLAY, 
INITIAL VALUE OF 2. CENTER-BAR, RIGHT-DO 


DPICJNITI 


002H 


INTERNALLY-NOTIFIED-STATUS DISPLAYED SYMBOL. 
DISPLAYED-SYMBOL INITIAL VALUE OF 1, LEFT-DO 


DPIC_INIT2 


022H 


INTERNALLY-NOTIFIED-STATUS DISPLAYED SYMBOL, 
DISPLAYED-SYMBOL INITIAL VALUE OF 2, CENTER-DO AND RIGHT-DO 


BBPIC1 


OOOH 


SYMBOL 1 STATIONARILY DISPLAYED ON LIQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF BB, LEFT-7 


BBPIC2 


OOOH 


SYMBOL 2 STATIONARILY DISPLAYED ON LIQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF BB. CENTER AND RIGHT-7 


RBPIC1 


001 H 


^ ft M 1 -4 a ft 1 A 1 w FNi 1 A \y ^ ^\ A 1 Iff 1 Iff r% r^xy A t f*xi i a v x a 

SYMBOL 1 STATIONARILY DISPLAYED ON LIQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF RB, LEFT-BAR 


RBPIC2 


01 1H 


r^xy ft J t f\ rf^^n a ^nff k i a nff i x^ r^ff i A xy ^ At i i it rs f^x^ a i r%T r> r^i a xy a 

SYMBOL 2 STATIONARILY DISPLAYED ON LIQUID CRYSTAL DISPLAY AT 

XUC XIK>IC f^C r'CMCOAXlOKI OC DO r'CMXCD AMR Dlf^UX— DAD 

i nt 1 IMt Ur (jtNtKA 1 lUN \Jr KB, OtIN 1 tn AINU rXIurl 1 DAn 


RBHMAX 


3 


MAXIMUM NUMBER OF AVAILABLE RB OPERATIONS 


RBPMAX 


12 


MAXIMUM NUMBER OF AVAILABLE RB GAMES 


BBCDMAX 


5 


NUMBER OF REMAINING BB GAMES FOR WHICH COUNTDOWN 
IS STARTED 


RBNMSK 


003H 


MASK DATA FOR EXTRACTING THE NUMBER OF AVAILABLE 
RB OPERATIONS 


RBPNMSK 


03CH 


MASK DATA FOR EXTRACTING THE NUMBER OF AVAILABLE RB GAMES 


BBPNMSK 


07CH 


MASK DATA FOR EXTRACTING THE NUMBER OF REMAINING BB GAMES 
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MDWN_TIM 


MAIN-CPU DOWN DETECTION TIME [ 50 ms ] 


RX.TOUT 


TIME OUT DURING RECEIVE SEQUENCE [ 10 ms ] 


RX^NTIM 


RECEIVE INTERVAL TIMER (i.e., RESULT OF COMPARISON BETWEEN 
TIME AND TIME COUNTED BY TIME-OUT TIMER) [ 2 ms ] 


TXJNTVAL 


INTERVAL AT WHICH COMMANDS ARE TRANSMITTED TO UQUID 
CRYSTAL DISPLAY CPU [ 10 ms ] 
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GAMEST; [ D7 ] GAME STATUS: FLAG BB IN OPERATION 

GAMEST; [ D6 ] GAME STATUS: INTERNAL WINNING IS BEING NOTIFIED 

GAMEST; [ D5 ] GAME STATUS: PLAY-OUT IN PROGRESS 

GAMEST; [ D4 ] GAME STATUS: UNASSIGNED 

GAMEST; [ D3 ] GAME STATUS: ERROR STATUS IN EFFECT 

GAMEST; [ D2 ] GAME STATUS: REPLAY IN. PROGRESS 

GAMEST; [ D1 ] GAME STATUS: BB WINNING IS EXPECTED 

GAMEST; [ DO ] GAME STATUS: RB IN OPERATION 

GAME STATUS: INSTRUCTION FOR EFFECTING FLAG 
PRESENTATION INITIAUZATION 
GAME STATUS: INITIALIZATION COMMAND REFUSE STATUS 
GAME STATUS: SEQUENCE CONTROL IN OPERATION 
GAME STATUS: TRANSMISSION COMMAND EDITED 
GAME STATUS: ANALYSIS OF RECEIVED COMMAND 
IN PROGRESS 

GAME STATUS: Z.y-Z/y/ PRESENTATION IN OPERATION 
GAME STATUS: REEL SCREEN TYPE 
0/1 = NORMAL/INTERNALLY-NOTIFIED 
GAME STATUS: DEMONSTRATION DISPLAY IN PROGRESS 
[ D7 ] BB 

[ D6 ] RB RED 7 ALONG WITH D7 IN CONNECTION WITH WINNING TYPE 

[ D5 ] REPLAY OR RB DURING BB 

[ D4 ] DIAMOND 
[ D3 ] DRAGON 2 

[ D2 ] DRAGON 1 

[ D1 ] FOUR CHERRIES 
[ DO ] TWO CHERRIES 



PRDC_STS; [ D7 ] 

PRDC.STS; [ D6 ] 
PRDC.STS; [ D5 ] 
PRDC.STS; [ D4 ] 

PRDC.STS; [ D3 ] 

PRDC.STS; [ D2 ] 

PRDC.STS; [ D1 ] 

PRDC.STS; [ DO ] 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
WAVEBIT 
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WORK AREA 


LABEL 


AVAILABLE 
LOCATION 


DESCRIPTION 


GAMES! 




GAME STATUS 


PRDC.STS 




PRESENTATION STATUS FLAG 


FPLY_CHK 




INTER-BONUS FLAG CHECK DATA 


WPLY.CNT 




COUNTER FOR COUNTING THE NUMBER OF GAMES 
AFTER ILLUMINATION OF WIN LAMPS 
CFOR CHANGING DISPLAYED SYMBOLS; 


RNKUP_FLG 


1 


DISPLAYED-SYMBOL UPGRADE FLAG 
ihOH OHANCalNtj UloHLAYbU oYMoULb; 


MEDLCTR 


^- 


1 OKhN OOUN 1 bK 


■ WAVEBIT 




GENERA I ED FLAG 


STOPCTR 


^- 


REEL STOP COUNItR 


BBPCTR 


_ \ 


NUMBER Oh REMAINING dd GAMbb 


JACGAME 


1_ 


Kll IHJlOCrD f\C A\/AII ADI C DD OAfcilirO 

NUMBER Or AVAILABLE RB UAMbo 


BNS_STGN 


^ 


BONUS o 1 AGb koHARbU BE 1 WbbN BB ANU RB; 


PRSELFLG 




*^FI PnTION-OF-PRF'^FNTATION-RFING-PERFORMFD Fl Att 
(NORMAL GAME START COMMAND RECEIVE FLAG) 


PRE_CLS 




SIGN PRESENTATION TYPE 


RECH.CLS 




iL/-Z/// PRESENTATION TYPE 


BSND.BK 




BONUS SOUND BACKUP AREA 


SND.BAK 




SOUND BACKUP AREA 


RECCNT 




NUMBER OF RECEIVED DATA SETS 


RXWPTR 




RECEIVED DATA WRITE INDEX 


RXRPTR 




RECEIVED DATA READ INDEX 


PINIEND 


2 


FINAL ADDRESS FOR CLEARING BACKUP DATA 


RXBUFF 


8*2 


RECEIVED DATA LOCATION 
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WORK AREA 


LABEL 


AVAILABLE 
LOCATION 


DESCRIPTION 


STP.PICI 


1 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STP_PIC2 


1 


STATIONARY DISPLAYED-SYMBOL DATA 2 


DSP_PIC1 


1 


DISPLAYED SYMBOL DATA 1 


DSP_PIC2 


1 


DISPLAYED SYMBOL DATA 2 


SQPTRBK 


2 


BACKUP OF PRESENTATION-SEQUENCE-CONTROL POINTER 


TXBUFAA/K 


7 


BUFFER FOR EDITING TRANSMISSION COMMAND 
AND FOR BACKUP 


TXERRWK 


o 


DEDICATED BUFFER FOR ERROR SCREEN 


3 


DISPLAY COMMAND 


LST^RCMD 


2 


FINALLY-RECEIVED COMMAND 


ALCMD_HI 


1 


COMMAND WHICH IS NOW BEING ANALYZED, HIGHER BYTE 


ALCMD.LO 


1 


COMMAND WHICH IS NOW BEING ANALYZED, LOWER BYTE 


BKCK.DAT 


1 


BACKUP DATA CHECK CODE 


RX.PHASE 


1 


RECEIVE SEQUENCE MANAGEMENT DATA 


RCVCMDH 


1 


RECEIVED COMMAND, HIGHER BYTE 


RCVCMDL 


1 


RECEIVED COMMAND, LOWER BYTE 


RCVBCC 


1 


ERROR DETECTION CODE * 


RERR.CNT 


1 


RECEIVE ERROR COUNTER 


PRSQPTR 


2 


PRESENTATION-SEQUENCE-ACCESS POINTER 


PRSQTBK 


2 


PRESENTATION-SEQUENCE-ACCESS POINTER BACKUP 


TX.PHASE 


1 


TRANSMISSION SEQUENCE MANAGEMENT DATA 


TXDATCNT 


1 


TRANSMISSION COUNTER 


TXBFPTR 


2 


TRANSMISSION-COMMAND-BUFFER-ACCESS POINTER 


TXBUFF 


7 


TRANSMISSION COMMAND BUFFER 


XOUTO 


1 


CONTROL OUTPUT PORT BACKUP 


SELRAND 


2 


RANDOM NUMBER FOR SELECTING PRESENTATION 


PR.TIMER 


2 


PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT TIMER 


RX.TIMER 


1 


RECEIVED-TIMEOUT-MEASUREMENT TIMER 


M.WATCH 


1 


MAIN-CPU-DOWN-MONITORING JIMER 


T X_l IMbK 


1 


TRANSMISSION MANAGEMENT TIMER 


(TRANSMISSION INTERVAL MEASUREMENT) 


DEMEDATA 


1 


DISPLAYED-SYMBOL SELECTION TABLE NUMBER 


SREEL.BK 


1 


CENTER DISPLAYED-SYMBOL SAVE AREA 


RREEL.BK 


1 


RIGHT DISPLAYED-SYMBOL SAVE AREA 


SD.WORK 


2 


SOUND RAM AREA, HEAD 


PLAY.NUM 


4 


RESTORATION-EFFECTIVE-SOUND-GENERATION-STATUS 
SAVE AREA 


HIT_NUM 


4 


PRIORITIZED-SINGLE-SOUND-GENERATION-STATUS 
SAVE AREA 


DROP^CHK 


1 


DROPPED FLAG 



FIG. 51 



SEQUENCE CONTROL TABLE 

BALLOON Zy-Z///(REGULAR BONUS DETERMINATION PRESENTATION) ' 

BALLOON U-ZHI(B\Q BONUS DETERMINATION PRESENTATION) 

NORMAL U-ZHI, FAILURE. SEQUENCE CONTROL TABLE 

NORMAL U-ZHl WINNING. SEQUENCE CONTROL TABLE 

OSHIKURA U-ZHl FAILURE, SEQUENCE CONTROL TABLE 

OSHIKURA U-ZHI, WINNING. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL U-ZHI, RIGHT FAILURE. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLUNG-BALL U-ZHI, RIGHT WINNING 1. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLUNG-BALL U-ZHI, RIGHT WINNING 2. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLUNG-BALL U-ZHI, LEFT FAILURE. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL U-ZHI, LEFT WINNING 1. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLUNG-BALL U-ZHI, LEFT WINNING 2. SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL U~ZHI, CENTER FAILURE. SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLUNG-BALL. U-ZHI, CENTER WINNING 1. SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLUNG-BALL. U~ZHl CENTER WINNING 2. SEQUENCE CONTROL TABLE 

POWERBALL 1. U-ZHI, FAILURE. SEQUENCE CONTROL TABLE 

POWERBALL 1. U~ZHI, WINNING. SEQUENCE CONTROL TABLE 

POWERBALL 2. U-ZHI, FAILURE. SEQUENCE CONTROL TABLE 

POWERBALL 2. U-ZHI, WINNING. SEQUENCE CONTROL TABLE 

POWERBALL 3. U-ZHI, FAILURE. SEQUENCE CONTROL TABLE 

POWERBALL 3. U-ZHI, WINNING. SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2. GAME. SEQUENCE CONTROL TABLE 

RB STAGE 3. GAME. SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2. FAILURE OF JACKPOT, SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2. WINNING OF JACKPOT. SEQUENCE CONTROL TABLE 

RB STAGE 3, GAME. FAILURE OF JACKPOT. SEQUENCE CONTROL TABLE 

RB STAGE 3. GAME. WINNING OF JACKPOT. SEQUENCE CONTROL TABLE 

RB STAGE 3. EIGHT WINNINGS OF JACKPOT COMPLETED. SEQUENCE CONTROL TABLE 
RB STAGE 3. JACKPOT ENDED WITH PUNCTURES (FAILURES). SEQUENCE CONTROL TABLE 
RB STAGE 3. jACKPOT ENDED WITH WINNING PUNCTURES (FAILURES). SEQUENCE CONTROL TABLE 

RB TERMINATION. SEQUENCE CONTROL TABLE 

BB1,^TAGE 2. START (TERMINATION OF RB PERFORMED DURING BB). SEQUENCE CONTROL TABLE 
BB2. STAGE 2. START (TERMINATION OF RB PERFORMED DURING BB). SEQUENCE CONTROL TABLE 

COMMON TO BB1 AND BB2. STAGE 3. START 

(TERMINATION OF RB PERFORMED DURING BB).SEQUENCE CONTROL TABLE 

BB TERMINATION 1 (EIGHT WINNINGS IN RB3). SEQUENCE CONTROL TABLE 

BB TERMINATION 2 [PUNCTURES (FAILURES) IN RB 1 AND RB 2]. SEQUENCE CONTROL TABLE 

BB TERMINATION 3 [PUNCTURES (FAILURES) IN RB 3]. SEQUENCE CONTROL TABLE 

BB TERMINATION 4 [PUNCTURES (FAILURES) IN NORMAL GAME], SEQUENCE CONTROL TABLE 









F 1 G. 52 


1 BYTE 


b7 


ALARM SOUND (ERR.SW) 


b6 


RESTORATION-EFFECTIVE SOUND (BGM_SW) 


b5 


PRIORITIZED SINGLE SOUND (HIT.SW) 


b4 


TERMINATION SOUND (END.SW) 


b3 


RESERVED FOR FUTURE USE 


b2 


CONTINUOUS SOUND SW (END.SW) 


b1 
bO 


SETTING OF CHANNELS TO BE USED (CHI TO CH4) 


2 BYTE 


REPLAY LEVEL (0 T0127) 


3 BYTE 


PAN-POT SETTINGS (0 TO 127) 


4 BYTE 


PHRASE NUMBER (0 TO 127) 
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POWERBALL 3 ^-Z/// FAILURE 

NO SOUND (AWAIT SOUND OUTPUT) 
650ms 

SUPER Zy-Z/y/ ADVANCEMENT SOUND 

1 67ms 

Do! EMERGENCE SOUND OUTPUT 

1 1 00ms 

POWER BALL STRAINING SOUND 1 

1683ms - 

POWERBALL ASCENDING SOUND 
933ms 

POWERBALL ASCENDING SOUND 

917ms 

POWERBALL ASCENDING SOUND 
367ms 

POWERBALL STRAINING SOUND MUTE 

700ms 

TARGET LOCK SOUND 
933ms 

POWERBALL THROWING SOUND 
350ms 

POWERBALL EXPLOSION SOUND 
150ms 

POWERBALL EXPLOSION SOUND 
167ms 

POWERBALL EXPLOSION SOUND 

1167ms 

SITTING-DOWN SOUND 
NO WAIT 

END CODE 



FIG. 54 

POWERBALL 3 ZV-ZW WINNING 

NO SOUND (AWAIT SOUND OUTPUT) 

650ms 

SUPER ADVANCEMENT SOUND 

167ms 

Do! EMERGENCE SOUND OUTPUT 

1 100ms 

POWER BALL STRAINING SOUND 1 
1683ms 

POWERBALL ASCENDING SOUND 
933ms 

POWERBALL ASCENDING SOUND 
917ms 

POWERBALL ASCENDING SOUND 

367ms 

POWERBALL STRAINING SOUND MUTE 

700ms 

TARGET LOCK SOUND 
933ms 

POWERBALL THROWING SOUND 
350ms 

POWERBALL EXPLOSION SOUND 
150ms 

POWERBALL EXPLOSION SOUND 
167ms 

POWERBALL EXPLOSION SOUND 

2000ms 

JUMP SOUND 

299ms 

LUCKY SOUND 

388ms 

JUMP SOUND 

567ms 

JUMP SOUND 

567ms 
JUMP SOUND 

567ms 
JUMP SOUND 

567 

JUMP SOUND 

NO WAIT 

END CODE 
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RB STAGE 3. TERMINATION OF EIGHT WINNINGS OF JACKPOT 


POWERBALL STRAINING SOUND MUTE 


NO WAIT 


POWERBALL THROWING SOUND 


233ms 


POWERBALL EXPLOSION SOUND 


NO WAIT 


POWERBALL THROWING SOUND 


500ms 


POWERBALL EXPLOSION SOUND 


2850ms 


EXPLOSION SOUND 


183ms 


EXPLOSION SOUND 


283ms 


EXPLOSION SOUND 


33ms 


EXPLOSION SOUND 


117ms 


EXPLOSION SOUND 


83ms 


EXPLOSION SOUND 


83ms 


EXPLOSION SOUND 


33ms 


EXPLOSION SOUND 


767ms 


EXPLOSION SOUND 


67ms 


EXPLOSION SOUND 


NO WAIT 


JUMP 


83ms 


EXPLOSION SOUND 


NO WAIT 


TOKEN PAYOUT 2 


467ms 


JUMP 


567ms 


JUMP 


567ms 


JUMP 


567ms 


JUMP 


2000ms 


END-WITH-PUNCTURES (FAILURE) SOUND 


625ms 


BB TERMINATION SOUND 


4669ms 


END CODE 
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RB STAGE 3, JACKPOT FAILURE WITH PUNCTURES (FAILURES) 

POWERBALL STRAINING SOUND MUTE 

NO WAIT 

DRAGON RRE 

1367ms 

SITTING-DOWN SOUND 

1350ms 

DRAGON FIRE ~ 

1 500ms 

Do! RAISED TO THE SKY 

100ms 

DRAGON^S LAUGHS 

2000ms 

BB TERMINATION SOUND 
4669ms 

END CODE 
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RB STAGE 3. JACKPOT WINNING ENDED WITH PUNCTURES (FAILURES) 

POWERBALL STRAINING SOUND MUTE 
NO WAIT 

POWERBALL THROWING SOUND 
233ms 

POWERBALL EXPLOSION SOUND 
NO WAIT 

POWERBALL THROWING SOUND 
500ms 

POWERBALL EXPLOSION SOUND 

2667ms 

DRAGON FIRE 

1500ms 

Do! RAISED TO THE SKY 

100ms 

DRAGON'S LAUGHS 

_^ 2000ms 

BB TERMINATION SOUND 
4669ms 

END CODE 
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SOUND OUTPUT REQUEST CONTROL CODE 



NONSD 


0 


PRESENTATION SEQUENCE CONTROL DATA NO SOUND OUTPUT 


ENDSQ 


OFFH 


PRESENTATION SEQUENCE CONTROL DATA, TERMINATION OF SEQUENCE 


REPSQ 


OFEH 


PRESENTATION SEQUENCE CONTROL DATA REPETTHON OF SEQUENCE 


SDBKMAX 


3 


MAXIMUM NUMBER OF SOUND BACKUP 


SDRESET 


OEOH 


SOUND INITIAUZATION REQUEST 


SD.OFFI 


1 


[01 ] CHI MUTE 


SD_0FF2 


2 


[ 02 ] CH2 MUTE 


SD_0FF3 


3 


[ 03 ] CH3 MUTE 


SD_0FF4 


4 


[ 04 ] CH4 MUTE 


SD.EROFF 


5 


[ 05 ] ANOMALOUS OPERATION ALARM SOUND. MUTE 


SD_ERR 


6 


[ 06 ] ERROR SOUND 


SD.BBHITI 


7 


[ 07 ] BB START SOUND 1 


SD_BBHIT2 


8 


[ 08 ] BB START SOUND 2 


SD.RBHIT 


9 


[ 09 ] RB START SOUND 


SD_WLMP 


10 


[ 10 ] WINNING DETERMINATION SOUND 


SD.JACINI 


11 


[ 11 ] JAC IN SOUND 1 


SD_JACIN2 


12 


[ 12 3 JAC IN SOUND 2 


SD_JACIN3 


13 


[ 13 ] JAC IN SOUND 3 


SD.RBBGMI 


14 


[ 14 ] RB OPERATION SOUND 1 


SD_RBBGM2 


15 


[ 15 ] RB OPERATION SOUND 2 


SD^BBBGMI 


16 


[ 16 ] BB OPERATION SOUND 1 


SD_BBBGM2 


17 


[ 17 ] BB OPERATION SOUND 2 


SD_BBBGM3 


18 


C 18 ] BB OPERATION SOUND 3 


SD.OVER 


19 


[ 19 ] PLAY-OUT SOUND 


SD.BBEND 


20 


[ 20 ] BB TERMINATION SOUND 


SD.WAIT ^ 


21 


[ 21 ] REEL SPINNING DISABLE SOUND 


SD_P71 


22 


[ 22 ] BB OPERATION EXPECTATION SOUND 1 {LI-ZHI) 


SD_P72 


23 


[ 23 ] BB OPERATION EXPECTATION SOUND 2 


SD_PAY1 


24 


[ 24 ] TOKEN PAYOUT SOUND 1 


SD_PAY2 


25 


[ 25 ] TOKEN PAYOUT SOUND 2 


SD.JAC 


26 


C 26 ] JACKPOT WINNER 


SD.STTI 


27 


[ 27 ] REEL SPINNING SOUND 1 


SD_STT2 


28 


[ 28 ] REEL SPINNING SOUND 2 


SD_MIN 


29 


[ 29 ] TOKEN INSERTION SOUND 
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SD.STPl 


30 


[ 30 ] REEL SPINNING STOP SOUND 1 


SD_STP2 


31 


[ 31 ] REEL SPINNING STOP SOUND 2 


SD_STP3 


32 


[ 32 ] REEL SPINNING STOP SOUND 3 


SD_RPLY 


33 


[ 33 ] REPLAY SOUND 


SD.LOGO 


34 


[ 34 ] ARUZE SOUND LOGO 


SD.RECH 


35 


[ 35 ] NORMAL SOUND 


SD_SPRC1 


36 


[ 36 ] SUPER U-2H/ SOUND 1 


SD_SPRC2 


37 


[ 37 ] SUPER L/-ZH/ SOUND 2 


SD.LUCK 


38 


[ 38 ] LUCKY 


SD.PSRC 


39 


[ 39 ] COMMON TO OSHIKURA LI-ZHIGMAES 


SD.PSOUT 


40 


[ 40 ] OSHIKURA U-ZHI, FAILURE SOUND 


SD.APDWN 


41 


[ 41 ] OSHIKURA U-ZHI, DROP OF APPLE 


SD.PBDO 


42 


[ 42 ] POWERBALL U-ZHI, Do! EMERGENCE SOUND 


SD_PBSV1 


43 


[ 43 ] POWERBALL STRAINING SOUND 1 


SD_PBSV2 


44 


[ 44 ] POWERBALL STRAINING SOUND 2 


SD.PBUP 


45 


[ 45 ] POWERBALL ASCENDING SOUND 


SD_PBTG 


46 


[ 46 ] POWERBALL U-ZHI JARGEX LOCK SOUND 


SD.PBTW 


47 


[ 47 ] POWERBALL THROWING SOUND 


SD.PBBM 


48 


[ 48 ] POWERBALL EXPLOSION SOUND 


SD.BLNCI 


49 


[ 49 ] BALANCING-ON-ROLUNG-BALL Z./-Z/// BALANCING SOUND 1 


SD_BLNC2 


50 


[ 50 ] BALANCING-ON-ROLLING-BALL Z./-Z/// BALANCING SOUND 2 


SD_BLNC3 


51 


[ 51 ] BALANCING-ON-ROLLING-BALL O-Z/// BALANCING SOUND 3 


SD.BVICI 


52 


[ 52 ] BALANCING-ON-ROLLING-BALL U-ZHIMO\CE 1 (YAHH) 


SD_BVIC2 


53 


[ 53 ] BALANCING-ON-ROLLING-BALL U-ZHIMOIOE 2 (YOHH) 


SD.BVIC3 


54 


[ 54 ] BALANCING-ON-ROLLING-BALL Z./-Z///VOICE 3 (HAHH) 


SD_BVIC4 


55 


[ 55 ] BALANCING-ON-ROLLING-BALL U-ZHI VOXOE 4 (OOF) 


SD_BVIC5 


56 


[ 56 ] BALANCING-ON-ROLLING-BALL U-ZHIVO\C£ 5 (TOORYA) 


SD_BVIC6 


57 


[ 57 ] BALANCING-ON-ROLLING-BALL U-ZHIVOICE 6 (AUGH) 


SD_BRHT1 


58 


[ 58 ] BALANCING-ON-ROLUNG-BALL WINNING SOUND-FFFECTS 1 
(VICTORY) 


SD_BRHT2 


59 


[ 59 ] BALANCING-ON-ROLUNG-BALL WINNING SOUND-EFFECTS 2 (JUMP) 


SD_BRHT3 


60 


[ 60 ] BALANCING-ON-ROLUNG-BALL WINNING SOUND-EFFECTS 3 
(FAR JUMP) 


SD.BRBGM 


61 


[ 61 ] BALANCING-ON-ROLLING-BALL BGM 


SD.SRING 


62 


[ 62 ] SUPER Z./-Z/y/ ADVANCEMENT SOUND 
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SD.BLNRC 


63 


[ 63 ] BALLOON L/-ZH/ BGM 


SD.RNBOW 


64 


[ 64 ] RAINBOW HARP 


SD.PRE 


65 


[ 65 ] SIGN SOUND 


SD.CGET 


66 


[ 66 ] SOUND OF GETTING TOKENS DURING SMALL- JACKPOT 
COMBINATION GAME 


SD_DRGFR 


67 


[ 67 J DRAGON FIRE 


SD^DRGLH 


68 


[ 68 ] DRAGON'S LAUGHS 


SD_DODIE 


69 


[ 69 ] Do! RAISED TO THE SKY 


SD_CDWN5 


70 


[ 70 ] PUNCTURE COUNTDOWN 5 


SD_CDWN4 


71 


[ 71 ] PUNCTURE COUNTDOWN 4 


SD_CDWN3 


72 


[ 72 ] PUNCTURE COUNTDOWN 3 


SD_CDWN2 


73 


C 73 ] PUNCTURE COUNTDOWN 2 


SD_CDWN1 


74 


[ 74 ] PUNCTURE COUNTDOWN 1 


SD.PRET 


75 


[ 75 ] PUNCTURE-RESTORATION SOUND 


SD_PEND 


76 


[ 76 ] PUNCTURE-END SOUND 


SD.DERC 


77 


[ 77 ] DETERMINED LI-ZHI SOUHD 


SD_DESP 


78 


[ 78 ] DETERMINED U-ZH/ STOP SOUND 


SD^RCVC 


79 


[ 79 ] SITTING-DOWN SOUND 


SD.LSGO 


80 


[ 80 ] SOUND FOR ENTERING DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT GAME 


SD_RKUP1 


81 


[ 81 ] SYMBOL DISPLAYED ON LIQUID CRYSTAL DISPLAY, 
UPGRADE SOUND 1 (BB DETERMINATION) 


SD_RKUP2 


82 


[ 82 ] SYMBOL DISPLAYED ON LIQUID CRYSTAL DISPLAY, 
UPGRADE SOUND 2 (RB DETERMINATION) 
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SOUND OUTPUT DATA TABLE 



1. CHI MUTE CODE 






2. CH2 MUTE CODE 






3. CH3 MUTE CODE 






4. CH4 MUTE CODE 






5. ALARM SOUND MUTE 






6 ANOMALOUS OPERATION ALARM SOUND 






DR 


ERR_SW+ 
REP + 
CHI 


SOUND TYPE: ALARM SOUND + 
CONTINUOUS SOUND + CHANNFI 
1 TO BE USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


nR 


0 


PHRASE NUMBER 


7. START SOUND 1 FOR DEVICE FOR INCREASING 






DB 


HTT SW+ 
CH1 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNFI 1 USFD 


rjR 




LEVEL ^^FTTING 


HR 
lJ D 




PAN-POT SFTTINfi 


DB 


1 


DISTINCTION RFTWFFN MONO/ 
STEREO SOUND, PHRASE NUMBER 


8 "sTART <?OUND 2 FOR DEVICE FOR INCRFASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


HIT_SW + 
CHI 


SOUND TYPE- PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


70 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


2 


PHRASE NUMBER 


9. START SOUND FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


HrTSW + 
CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


75 


LEVEL SETTING 


DB • 


CEmER 


PAN-POT SETTING 


DB 


3 


PHRASE NUMBER 


10. WINNING DETERMINATION SOUND TYPE 






DB 


CH3 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


4 


PHRASE NUMBER 
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11. JAC 1 IN SOUND 






DB 


HIT_SW + 
CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


75 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


5 


PHRASE NUMBER 


12. JAC 2 IN SOUND 






DB 


HIT_SW + 
CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


75 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


6 


PHRASE NUMBER 


13. JAC 3 IN SOUND 






DB 


HrT_SW + 
CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


100 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


7 


PHRASE NUMBER 


14. START SOUND 1 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


ROM OVA/ 

+ F^P + 
CHI 


SOUND TYPE: 
RESTORATION-EFFECTIVE SOUND 
+ CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB- 


75 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


8 


PHRASE NUMBER 








1 5. START SOUND 2 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGM.SW 
+ REP + 
CHI 


SOUND TYPE: 
RESTORATION-EFFECTIVE SOUND 
+ CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


100 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


9 


PHRASE NUMBER 
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1 6. START SOUND 1 FOR DEVICE FOR INCF^ASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGM.SW 
+ REP + 
on 1 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + CONTINUOUS SOUND + 

^.XVMMIMCL 1 UoCUJ 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


10 


PHRASE NUMBER 


1 7. START SOUND 2 FOR DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGM_SW 
+ REP + 
CHI 


SOUND TYPE RESTORATION-EFFECTTVE 
SOUND + CONTINUOUS SOUND + 
CHANNEL1 USED 


DB 


70 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


11 


PHRASE NUMBER 


18. START SOUND 3 FOR DEVICE FOR INCF^SDMG 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGM.SW 
+ REP + 
CHI 


SOUND TYPE RESTORATTOr^EFFECTTVE 
SOUND + CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


12 


PHRASE NUMBER 


19. PLAY-OUT 






DB 


BGM.SW 
+ REP + 
CHI 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


20 


LEVEL SETTING 


DB 


^r~K III 1 ^ 

CENTER 


PAN-POT SETTING 


DB 


13 


.PHRASE NUMBER 


20. TEFMNATTON SOUND FOR DEVICE FOR 
INCREASING COriTlNUOUS OPERATION OF JACKPOT 






DB 


END.SW 
+ CH1 


SOUND TYPE: TERMINATION 
SOUND + CHANNEL 1 USED 


DB ^ 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


14 


PHRASE NUMBER 



FIG. 64 



21, REEL SPINNING DISABLE SOUND 








REP + 
CH2 


SOUND TYPE C^NERAL + CONTINUOUS 
SOUND + CHANNEL 2 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


15 


PHRASE NUMBER 


22. SOUND 1 FOR EXPECTING WINNING FOR 
DEVICE OF INCREASING CONTINUOUS 
OPERATION OF JACKPOT 






DB 


Onl 


SOUND TYPE: GENERAL + 
CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


68 


PHRASE NUMBER 


23. SOUND 2 FOR EXPECTING WINNING FOR 
DEVICE OF INCREASING CONTINUOUS 
OPERATION OF JACKPOT 






nR 
uo 




SOUND TYPE: GENERAL + 
• CHANNEL 1 USED 


DB 


50 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


17 


PHRASE NUMBER 


24. GAMING TOKEN PAYOUT SOUND 1 






DB 


BGM.SW 
+ REP + 
CH2 


SOUND 1 YPt HbS 1 UHA 1 lON-thhEC 1 IVL 
SOUND + CONTINUOUS SOUND + 
CHANNEL2USED 


DB 


70 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


18 


PHRASE NUMBER 


25. GAMING TOKEN PAYOUT SOUND 2 






DB 


BGM.SW 
+ REP + 
CH2 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + CONTINUOUS SOUND + 
CHANNEL 2 USED 


DB 


75 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


19 


PHRASE NUMBER 



FIG. 65 



26. JACKPOT WINNING SOUND 






DB 


BGM.SW 
+ REP + 
CH2 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + COrvlTlNUOUS SOUND + 
CHANNEL2USED 


DB 


70 


LEVEL SETTING 


DB 


CE^fTER 


PAN-POT SETTING 


DB 


20 


PHRASE NUMBER 


27. GAME STARTING SOUND 1 






DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


DB 


70 


LEVEL SETTING 


DB 


0 


PAN-POT SETTING 


DB 


21 


PHRASE NUMBER 


28. GAME STARTING SOUND 2 






DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


DB 


80 


LEVEL SETTING 


DB 


0 


PAN-POT SETTING 


DB 


22 


PHRASE NUMBER 


29.GAME TOKEN IMSERTION SOUND 






DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


DB 


80 


LEVEL SETTING 


DB 


CEfsfTER 


PAN-POT SETTING 


DB 


23 


PHRASE NUMBER 


30. REEL STOP SOUND 1 






DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


DB 


120 


LEVEL SETTING 


DB 


CEr^fTER 


PAN-POT SETTING 


DB 


24 


PHRASE NUMBER 



F I G. 66 



31. REEL STOP SOUND 2 






DB 


CH2 


SOUND TYPE: GENERAL + 


CHANNEL 2 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


24 


PHRASE NUMBER 


32. REEL STOP SOUND 3 






D8 


CH2 


SOUND TYPE: GENERAL + 


CHANNEL 2 USED 


DB 


50 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


24 


PHRASE NUMBER 


33. REPLAY OPERATION SOUND 






DB 


CH2 


SOUND TYPE: GENERAL + 


CHANNEL 2 USED 


DB 


40 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


25 


PHRASE NUMBER 


34. ARUZE SOmO LOGO 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


26 


PHRASE NUMBER 


35. NORMAL LI-ZH/ 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


27 


PHRASE NUMBER 



FIG. 67 



36- SUPER U-ZH! 1 






DB 


cm 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


28 


PHRASE NUMBER 


37. SUPER U-ZHIl 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


29 


PHRASE NUMBER 


38. LUCKY 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


30 


PHRASE NUMBER 


39. SOUND COMMON TO "OSH/KURA LI-ZHf 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


10 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


31 


PHRASE NUMBER 


40. FAILURE PRESENTATION SOUND TO 
"OSHIKURA U-ZHP 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


32 


PHRASE NUMBER 



FIG. 68 



41. SOUND OF FALUNG APPLE FOR 
"OSHIKURA U-ZHF 






DB 


BGM^SW + 
REP + CH4 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


40 


PHRASE NUMBER 


4Z 'POWERBALL LhZhB' Do EMERGENCE SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


33 


PHRASE NUMBER 


43. "POWERBALL U-ZHT STRAINING SOUND 1 






DB 


BGM_SW + 
REP+CH4 


SOUND TYPE RESTORATION-EFFECTIVE 
SOUND + CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


35 


PHRASE NUMBER 


44. "POWERBALL U-ZHT STRAINING SOUND 2 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


34 


PHRASE NUMBER 


45. "POWERBALL U-ZHT PB ASCENDING SOUND 






DB 


cm 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


36 


PHRASE NUMBER 



FIG. 69 



46. "POWERBALL U-ZHF TARGET LOCK 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


10 


PAN-POT SETTING 


DB 


37 


PHRASE NUMBER 


47. "POWERBALL U-ZHF THROWING SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


50 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


38 


PHRASE NUMBER 


48. "POWERBALL U-ZHF EXPLOSION SOUND 








CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


85 


LEVEL SETTING 


DB 


10 


PAN-POT SETTING 


DB 


39 


PHRASE NUMBER 


49. "BALANCING-ON-ROLLING-BALL U-ZHT 






OOPS SOUND 1 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


0 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 


5a "BALANCING-ON-ROLLDMG-BALL U-ZHT 






OOPS SOUND 2 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 



FIG. 70 



51. "BALANCING-ON-ROLUNG-BALL Z>-Z/7f 






OOPS SOUND 3 






DB 


CH4 

- 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


127 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 


5Z 'BALAN(^GHDN-FiOLLING-BALL U-ZHt YAHH 






DB 


cm 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


42 


PHRASE NUMBER 


53. 'BAL^CING-ON-FiOLUNG-BALL U-ZHt YOHH 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


43 


PHRASE NUMBER 


54. 'BALAN(^GH3N-f^LIJNG-BALL U-ZHt HAHH 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


44 


PHRASE NUMBER 


55. "BALANCING-ON-ROLUNG-BALL U-Zf-ff OOF 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


45 


PHRASE NUMBER 



FIG. 71 



56. "BALANCING-ON-ROLUNG-BALL U-ZHF 
TORYA 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


46 


PHRASE NUMBER 


57. 'BAl^ONGHDN-ROLLJNGHBALL LhZHt AUGH 








CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


47 


PHRASE NUMBER 


58. "BALANGING-ON-ROLUNG-BALL U-ZHT 
VICTORY 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


48 


PHRASE NUMBER 


59. 'BAU^NC^GK^hH^LLING-BALL LhZHt JUMP 






DR 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


5 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


49 


PHRASE NUMBER 


60. "BALANCING-ON-ROLUNG-BALL Lh-ZHT FAR 
JUMP 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


50 


PHRASE NUMBER 



FIG. 72 



61. "BALANCING-ON-ROLUNG-BALL U-ZHT 
BAL^NCING-ON-ROLUNG-BALL BGM 






DB 


B^SW 
+ REP + 
CH3 


SOUND TYPE 
RESTORATION-EFFECTTVE SOUND + 
CHANNEL 3 USED 


DB 


25 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


51 


PHRASE NUMBER 


62. SUPER ADVANCEMENT SOUND 








CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


52 


PHRASE NUMBER 


63. BALLOON LI-ZHIBdWi 






DB 


BO^.SW 
+ REP + 
CH3 


SOUND TYPE 
RESTORATION-EFFECTTVE SOUND + 
CHANNEL 3 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


53 


PHRASE NUMBER 


64. RAINBOW HARP 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


40 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


54 


PHRASE NUMBER 


65. U-^ DETERN4INATION Do JUMP-SIDEWISE 
SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


55 


PHRASE NUMBER 



FIG. 73 



66. SOUND OF GETTING TOKENS DURING 
SMALL- JACKPOT COMBINATION GAME 






DB 


CHS 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


70 


LEVEL SETTING 


DB 


127 


PAN-POT SETTING 


DB 


56 


PHRASE NUMBER 


67. DRAGON FIRE 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


110 


LEVEL SETTING 


DB 


CENTCR 


PAN-POT SETTING 


DB 


57 


PHRASE NUMBER 


68. DRAGON'S LAUGHS 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


50 


LEVEL SETTING 


DB 


10 


PAN-POT SETTING 


DB 


58 


PHRASE NUMBER 


69. Do RAISED TO THE SKY 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


25 


LEVEL SETTING 


DB 


116 


PAN-POT SETTING 


DB 


59 


PHRASE NUMBER 


70. FIVE 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


95 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


60 


PHRASE NUMBER 



FIG. 74 



71. FOUR 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


95 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


61 


PHRASE NUMBER 


72. THREE 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


85 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


62 


. PHRASE NUMBER 


73. TWO 






DB 


CHS 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


85 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


63 


PHRASE NUMBER 


74. ONE 






DB 


CHS 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


95 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


64 


PHRASE NUMBER 


75. PUNCTURE-RESTORATION SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


60 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


54 


PHRASE NUMBER 



FIG. 75 



76. PUNCTURE TERMINATION SOUND (SEE YOU) 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


35 


LEVEL SETTING 


DB 


CEI^R 


PAN-POT SETTING 


DB 


65 


PHRASE NUMBER 


77. DETERMINED Z./-Z/// SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


66 


PHRASE NUMBER 


78. DETERMINED U-ZH/STOP SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


50 


LEVEL SETTING 


DB 


CE^fTER 


PAN-POT SETTING 


DB 


67 


PHRASE NUMBER 


79. SITTING-DOWN SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 


CHANNEL 3 USED 


DB 


25 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


67 


PHRASE NUMBER 


80. LETS GO SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


40 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


69 


PHRASE NUMBER 


81. BB DETERMINATION SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


40 


LEVEL SETTING 


DB 


CEhTTER 


PAN-POT SETTING 


DB 


26 


PHRASE NUMBER 


82. RB DETERMINATION SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 


CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CEhiTER 


PAN-POT SETTING 


DB 


16 


PHRASE NUMBER 



FIG. 76 



SOUND CODE 



SOUND DATA 



lNlT_CODE 


OhOH 


INK lALlZA nON HbQUEST CODE 


CMD.PLAY 


OFOH 


REPLAY START COMMAND 


CMD_QUIT 


OEOH 


REPLAY STOP COMMAND 


CMD_LEVL 


ODOH 


DATA FOR MERGING REPLAY LEVEL SETTTNG COMMAND 


CMD.LFIL 


OCOH 


LEVEL INTERPOLATION SETTING COMMAND 


CMD.PANP 


OBOH 


REPLAY PAN-POT SETTING COMMAND 


CMD.LPAN 


OAOH 


PAN-POT INTERPOLATION SETTING COMMAND 


ERR_SW 


080H 


BIT DATA REPRESENTING ALARM SOUND 


BGM.SW 


040H 


BIT DATA REPRESENTING 
RESTORATION-EFFECTIVE SOUND 


HIT_SW 


020H 


BIT DATA REPRESENTING PRIORFTTZED SINGLE SOUND 


END^SW 


010H 


BIT DATA REPRESENTING TERMINATION SOUND 


CLR.MEM 


008H 


THE NUMBER OF RAM DEVICES TO BE CLEARED 
WHEN TERMINATION SOUND IS GENERATED 


FILTER 


/-V T 1 — 1 1 

0/FH 


DA 1 A r OH bX 1 KAO I INCi MUSIC NUMBER 


CH_MASK 


003H 


DA 1 A rUH bXIKACiING CHANNEL NUMBER USED 


On 1 


u 


OnAJNIINbL I 




1 


CHANNEL 2 


CH3 


2 


CHANNEL 3 


CH4 


3 


CHANNEL 4 


CHANNELS 


4 


NUMBER OF ALL CHANNELS 


CENTER 


63 


CENTER IN ASSIGNED POSITION 


SDDT 


82 


* TOTAL NUMBER OF PIECES OF SOUND 


EXDT 


5 


* THE NUMBER OF SPECIAL COMMANDS (MUTE, etc.) 


RESUME 


5 


* ERROR SOUND MUTE REQUEST NUMBER 


SOON.BIT 


3 


REPLAY METHOD SETTING BIT 


REP 


00000 100B 


BIT DATA REPRESENTING LOOP 


_RPP8 


040H 


OUTPUT PORT 



FIG.77 



DURING NORMAL PLAY(GNRLRECH) 



U~ZHIS\QH PRESENTATION 



t/-Z/y/ PRESENTATION 



Zy-Z/// PRESENTATION SELECTION TABLE 



OO 



01 



02 



03 



04 



05 



06 



NO U-ZH/ SIGN 
PRESENTATION 



NO ZJ-Z/tf PRESENTATION 



58732 



NORMAL U-ZH/FMLURB 
PRESENTATION 



2500 



OSHIKURA A/-Z/i7 FAILURE 
PRESENTATION 



2000 



65535 



OSHIKURA U-ZHI^Nmm^ 
PRESENTATION 



POWERBALL 1 U-ZHI 
FAILURE PRESENTATION 



1000 



45875 



POWERBALL 1 U-ZHI 
WINNING PRESENTATION 



POWERBALL 2 U-ZHI 
FAILURE PRESENTATION 



300 



13107 



POWERBALL 2 U-ZHI 
WINNING PRESENTATION 



POWERBALL 3 U-ZHl 
FAILURE PRESENTATION 



6553 



POWERBALL 3 U-ZHI 
WINNING PRESENTATION 



BALANCING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
FAILURE PRESENTATION 



800 



45875 



BALANCING-ON-ROLUNQ- 
BALL RIGHT U-ZHI 
WINNING 1 PRESENTATION 



BALANCING-ON-ROLLING- 
BALL RIGHT U-ZHI 
WINNING 2 PRESENTATION 



BALANCING-ON-ROLUNG- 
BALL LEFT ZJ-ZW FAILURE 
PRESENTATION 



200 



13107 



BALANCING-ON-ROLLING- 
BALL LEFT Z7-Z///WINNING 
1 PRESENTATION 



BALANCING-ON-ROLUNG- 
BALL LEFT Z7-Z///WINNING 
2 PRESENTATION 



BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
FAILURE PRESENTATION 



6553 



BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
WINNING 1 PRESENTATION 



BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
WINNING 2 PRESENTATION 



FIG.78 



DURING NORMAL PLAY(GNRLRECH) 



U-ZH/ SIGH PRESENTATION 




i/-Z/tf PRESENTATION SELECTION TABLE 


Zj-Zrr/ PRE SENT A 1 ION 


OO 


01 


02 


03 


04 


OS 


06 




NO L/-Zr7/PREStN 1 Al lUN 
















OSHIKURA U-ZHI SIGN 
PRESENTATION 


NORMAL /y-Z/// FAILURE 
PRESENTATION 


















OSHIKURA U-ZHI FAILURE 
PRESENTATION 


1 


65534 














OSHIKURA A/-ZMWINNING 
PRESENTATION 
















POWERBALL 1 U-ZHl 
FAILURE PRESENTATION 




- 1 












POWERBALL 1 U-ZHI 
WINNING PRESENTATION 
















POWERBALL 2 U-ZH! 
FAILURE PRESENTATION 
















POWERBALL 2 U-ZHI 
WINNING PRESENTATION 
















POWERBALL 3 U-ZHI 
FAILURE PRESENTATION 
















POWERBALL 3 U-ZHI 
WINNING PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
FAILURE PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
WINNING 1 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
WINNING 2 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL LEFT Z7-Z/y/ FAILURE 
PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL LEFT Z7-Z/tf WINNING 
















BALANGING-ON-ROLUNG- 
BALL LEFT i/-Z/// WINNING 
2 PRESENTATION 
















BALANGING-ON-ROLUNG- 
BALL CENTER U-ZHI 
FAILURE PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
WINNING 1 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
WINNING 2 PRESENTATION 

















FIG.79 



DURING NORMAL PLAY(GNRLRECH) 



ZJ-Z/y/SIGN PRESENTATION 


U~ZHI PRESENTATION 


A/-Z/tf PRESENTATION SELECTION TABLE 


00 


01 


02 


03 


04 


05 


06 


POWERBALL U-ZM/ SIGN 
PRESENTATION 


NO ZT-ZW PRESENTATION 
















NORMAL ZJ-Z/y/ FAILURE 
PRESENTATION 
















OSHIKURA U-ZH/ FAILURE 
PRESENTATION 
















OSHIKURA u-ZH/mmmG 

PRESENTATION 
















POWERBALL 1 U-ZMI 
FAILURE PRESENTATION 








39320 








POWERBALL 1 U-ZHI 
WINNING PRESENTATION 
















POWERBALL 2 U-ZHI 
FAILURE PRESENTATION 








19661 








POWERBALL 2 U-ZHI 
WINNING PRESENTATION 
















POWERBALL 3 U-ZHI 
FAILURE'PRESENTATION 








6553 








POWERBALL 3 U-ZHI 
WINNING PRESENTATION 
















BALANGING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
FAILURE PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
WINNING 1 PRESENTATION 
















BALANGING-ON-ROLUNG- 
BALL RIGHT U-ZHI 
WINNING 2 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL LEFT A/-Z/y/ FAILURE 
PRESENTATION 


















BALANCING-ON-ROLUNG- 
BALL LEFT i/-ZW/WINNING 
1 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL LEFT i/-Z/// WINNING 
2 PRESENTATION 
















BALANCING-ON-ROLUNG- 
8 ALL CENTER U-ZHI 
FAILURE PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
WINNING 1 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHI 
WINNING 2 PRESENTATION 

















FIG.80 



DURING NOFiMAL PLAY(GNRLRECH) 



U-ZHISXCH PRESENTATION 


^^PRESENTATlOh 


L^-ZhyPRESENTATlON SELECTION TABLE 




oo 


01 


02 


03 


04 


05 


06 




MO i/-2?^FESENrrAT10N 
















BAUVNCING-ON-ROLUNG-BALL 
^/-^PRESENTATION 


PRESEMTATION 


















OSH9<URA LhZ^FAJLU^ 
PRESENTATION 


















OSMKURA U-ZHfmi\mCt 
PRESENTATION 


















POWEF©ALL1 U-ZhB 
FAILURE PRESENTATION 


















POWERBALL1 LhZHI 
WINNING PRESENTATION 


















POWERBALL 2 LhZHI 
FAILURE PraSENTATlON 
















POmmALLl U-ZHI 
WINNING PRESENTATION 


















POWERBALL 3 
FAILURE PRESENTATION 
















POWERBALL 3 LhZHI 
WINNING PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL RIGHT LhZHI 
FAILURE PRESENTATION 








1 




39320 




BALANCING-ON-ROLLING- 
BALL RIGHT Lh^ 
WINNING 1 PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL RIGHT i/-2?tfWINNING 
2 PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL LEFT LhZHI FAILURE 
PRESENTATION 












19661 




BALANCDMG-ON-ROLLING- 
BALL LEFT ii-Z^tf WINNING 
1 PRESENTATION 
















D ALAIN L/ UN kJIV^rtwLi— UNk-J 

BALL LEFT LhZHI mmHQ 
2 PFESENTATION 
















BALANCING-ON-ROLLING- 
BALL CENTER LhZHI 
FAILURE PRESENTATION 
















BALANCDMG-ON-ROLLING- 

BALL CENTER 

WINNING 1 PRESENTATION 
















BALANCING-ON-RO LUNG- 
BALL CENTER Lf-Z^ 
WINNING 2 PRESENTATION 

















FIG.81 



DUraNG NORMAL PLAY(GNRLPECH) 



LhZHISXC^n PRESENTATION 


Z7-Zh7PRESENTATION 


^y^ZSyPRESENTATION SELECTION TABLE 


oo 


01 


02 


03 


04 


05 


06 


YAH-HOO SIGN 
PFESENTATION 


NO i/-2SOTRESBvrrATI0N 
















NORMAL U-ZHfVNLiJPE 
PRESEhfTATION 
















OSHBQJRA Lf-2WFA!LJURE 
PFESEINTTATION 












1 




OSHBOIRA LhZMVmm^G 
PRESENTTATION 
















POWERBALL1 

FADJUFE PRESETfTATlON 
















POWERBALL1 U-^ 
WINNING PRESENTATION 
















POWERBALL2iy-2W 
FAILURE PRESE^f^AT10N 
















POWERS ALL 2 LhZ^^ 
WINNING PRESENTATION 
















POWERS ALL 3 LhZH^ 
FAILURE PRESENTATION 
















POWERBALL3i>-2W 
WINNING PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL RIGHT LhZHlfMASPE 
PRESENTATION 
















BALANGING-ON-ROLLING- 
BALL RIGHT LhZHntmmiQ 1 
PRESENTATION 
















BALANGING-ON-ROLUNG- 
BALL RIGHT U-ZHTHmmQ 2 
PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL LEFT Z/-2WFAILURE 
PRESENTATION 
















BALANGING-ON-ROLLING- 
PALL LEFT WINNING 1 
PRESENTATION 
















pALWsICING-ON-ROLLING- 
BALL LEFT i/-2W WINNING 2 
PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL CETJTER Z>-2MFAILURE 
PRESENTTATION 












6553 




BALANCDMG-ON-ROLLING- 
BALLCEI^fTERL^2W 
WINNING 1 PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL CENTER LhZHI 
WINNING 2 PRESENTATION 

















HG.82 

^2>iyPRESENTAT10N SELECTION TABLE (DURING INTERNALLY--GENERATED BONUS GAME) BNFGRECH 



U-^SICN PF^SEMTATION 




i/-ZWPRESENTAT10N SELECTION TABLE 


no 




07 


08 


09 


10 


18 


19 


NO U-ZMSICN 
PRESEMTATION 


NO //r^'^F^SENTATION 


58732 
















NORMAL LhZMFASUJr^ 

rKtocN 1 A 1 KJN 


2500 












58935 




OSHIKURA U-Zm ¥NLS}!PSl 
PRESENTATION 


2000 


65535 










200 




OSHIKURA Lh2MVmmiC 
PRESEN I A i iUN 


















POWERBALL 1 Lf-ZHT 
FAILUrt PFtSENTATiON 


1000 






9830 






1 




POWERBALL 1 LhZHf 
WINNING PRESENTATION 


















POWERBALL 2 LhZM 
FAILURE PRESENTATION 


300 






16384 






199 




POWERBALL 2 
WINNING PRESENTATION 


















POWERBALL 3 Lf-2W 
FAILURE PRESEm-ATION 


1 
















POWERBALL 3 LhZhff 
WINNING PRESENTATION 


















BALANCDSIG-ON-ROLLING- 
B ALL RIGHT 

FAflJUFE PRESENTATION 


800 










9830 


1 




BALANCNG-ON-ROLLING- 
B ALL RIGHT LHZM 
WNNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT i/-2Wr 
WINNING 2 PRESENTTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT LhZMFMUJf^ 
PRESENTATION 


200 










16384 


199 




BALANCING-ON-ROLLING- 
BALL LEFT i/-2MWINNING 
1 PRESENTATION 


















BALANCING-ON-ROUJNG- 
RAI 1 1 FFT / A-7MWINNING 
2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER 
FAILURE PRESENTTATION 


1 










39321 


2000 




BALANCING-ON-ROLLING- 
BALL CENfTERiy-2W 
WINNING 1 PRESEMTATION 


















BALANCING-ON-ROLLING- 
BALL CENTTERiZ-ZV 
WINNING 2 PRESEMTATION 



















FIG.83 

//-2WPRESB>n-ATON SELECTION TABLE (DUFaNG INTERNALLY-GENERATED BONUS GAME) BNFGRECH 





LHZWPRESENTATION 


iy-2WPRESENTAT10N SELEC 


;tion t> 


^LE 


19 1 


i>-Z^SIGN PRESEMTATtON ■ 




OO 


02 


07 


08 


09 


io 


18 






H\J Lr^£JrU KKtoCN 1 rt I iXJVi 


















OSHBOJRA U-ZhSSim 
PRESEhfTATION 


NORMAL i/-Z^FAaJUR£ 
PRESEInTTATION 




















OSHIKURA U-ZHI¥fm}^ 
PRESEhTTATION 


1 












2000 


64535 


C 


OSHIKURA Lh2HVmhmG 
PRESENTTATION 


















POWERBALL1 U-2M 
FAILURE PRESENTATION 
















1000 


POWERBALL 1 thZHT 
WBMNDMG PF^SENTATION 


















POWERBALL 2 
FAILURE PRESENTATION 


















POWERBALL 2 Lf-ZHT 
WINNING PRESENTATION 


















POWEFBALL3 U-^ 
FAILURE PRESENTATION 


















POWERBALL 3 Lf-^ 
WINNING PRESENTATION 


















3alancing-0n-r0lling- 
ball rigkt lhzm 
Failure presentation 


















BALANCING-ON-ROLLING- 
BALL RIGHT LhZf^ 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLUNG- 
BAIX RIGHT LhZHT 
WINNING 2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT LHZWFAILURE 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT i/-2?tfWINNING 
1 PRESENTATION 


















BALANCING-ON-ROLLING- 
RAI 1 1 FFT / ArTjhTWINNING 
2 PRESENTATION 


















BALANCING-ON-ROUJNG- 
BALL CENTER U-ZHl 
FAILURE PRESENTATION 


















BALANCING-ON-ROLUNG- 
BALL CENTER i/--^ 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER U-ZM 
WINNING 2 PRESENTATION 



















FIG.84 



iL/-2MPRESEMTATT0N SELECTION TABLE (DURING INTERNALLY-GENERATHD BONUS GAME) BNFGRECH 



if-234rPFESENTAT10N SELECTIGN TABLE 



L^Z^SIGN PRESENTATION 


^ZWRESENTATION 


00 


02 


07 


08 


09 


10 


18 


19 




NO ^ZWRESENTATION 


















POWERBALL U-Z^SIGS^ 
PRESENTATION 


NORMAL Zi-2iVFAILURE 
PRESENTATION 




















OSHIKURA LhZMFASUJFfE 
PRESENTATION 


















OSHIKURA U-ZHn/mNSNG 
PRESENTATION 


















POWERBALL 1 LH^ 
FADJURE PRESENTATION 






12106 












POWERBALL 1 LhZHf 
WINNING PF^SENTATION 




















POWERBALL 2 Lh2M 
FAILURE PRESENTATION 






19661 












pomr^AU- 2 u-zHi 

WINNING PRESENTATION 


















toWERBALL 3 
FAILURE PRESENTATION 






32768 












POWERBALL 3 Lh^ 
WINNING PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RGHT U-ZhffF/mJPE 
PRESENTATION 






10C» 












BALANCING-ON-ROLLING- 
BALL RIGHT U-ZHT/mm^G 
1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT LhZHP/mmiG 
2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT Lh^FfiJLUPE 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT L/-27tfWINNING 
1 PRESENTATION 


















BALANCING—Oiv- ROLLING- 
BALL LEFT Z>-2WrWINNING 
2 PFESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER 
FAOJURE PRESENTATION 


















BALANCING-ON-ROLUNG- 
BAUL CENTER IJ-2M 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER U-2M 
WINNING 2 PRESENTATION 



















FIG.85 

L^2/i7PRESENTAT10N SELECTION TABLE (DURING DsnHRNALLY-GENERATED BONUS GAME) BNFGRECH 



Lh2MSim PRESENTATION 




Z/--3tfPRESEMTATI0N SELECTION TABLE 










08 


09 


10 


18 


19 


BALANCING-ON-ROLiJNGr^ 
ALL iy-2WrPRESENTAT10N 


wn / /-ZhTPRESENTATION 


















NORMAL U-ZMFASLUr^ 
rKhotJM 1 A 1 lUiN 


















OSHDOJRA Lh^FASLUFE 
PRESENTATION 


















rKtotN 1 A 1 lUN 


















P0WERBALL1 LhZHI 
FAILUrt PKbotN 1 A 1 lUN 


















tK)WERBALL 1 LhZHI 
WINNING PRESENTATION 


















POWERBALL 2 U-ZHI 
FAILURE PRESENTATION 


















POWERBALL 2 
WINNING PRESENTATION 


















POWERBALL 3 LhZHI 
FADJUF^ PRESENTATION 


















POWEF© ALL 3 LhZHI 
WINNING PRESENTATION 


















BALANGING-ON-ROLLING- 
B ALL RIGHT LhZHI 
FAILURE PRESENTATION 










12106 








BALANCINGHDN-ROLLING- 
BALL RIGHT LhZHI 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT U-ZhS 
WINNING 2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT LhZHIFASLUPE 
PRESENTATION 










19661 


- 







BALANCING-ON-ROLLING- 
BALL LEFT iy^Z^tfWDMNING 
1 PRESENTATION 


















BALANCING-ON-ROLUNG- 
BAUL LEFT Z>ZWVINNING 
2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER LhZM 
FAILURE PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER i/-^ 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER LhZM 
WINNING 2 PRESENTATION 



















FIG.86 



L/-Z4/PRESENTATI0N SELECTION TABLE (DURING INTERNALLY-GENERATED BONUS GAME) BNFGRECH 



LhZHFSlGi^ PRESENTATION 



Zy-2?tfPRESENTATI0N 


iy-27#PRESENTAT10N SELECTION TABLE 


00 


02 


07 


08 


09 


10 


18 


19 


NO iy-2?tfPRESEMrA-n0N 


















NORMAL Lh2MFAJLDP£ 
PRESEhJTA*nON 


















FAUUFJE PRESENTATION 










1000 








OSHBOJRA U~2HI 
WINNING PRESENTATfON 


















POWERBALLl LhZM 
FAILURE PRESENTATION 


















POWERBALLl LhZl^ 
WINNING PRESENTATION 


















P0WEPBAIL2 Lf-2Hf 
FAILURE PRESENTATION 


















POWERBALL 2 
WINNING PRESENTATION 


















POWERBALL 3 
FAILURE PRESENTATION 


















POWERBALL3i/-^ 
WINNING PRESENTATION 












• 






BALANONG-ON-flOLLING- 
BALL RIGHT LhZM FAILURE 
PRESENTATION 


















BAUVNONGHDN-ROLLING- 
BALL RIGKr £/-2?tfWINNING 1 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT u-2HrfmmG 2 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT U-2MfAMSPE 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT LhZMVmfmG 1 
PRESENTATION 


















BALANONG-ON-ROLLING- 
BALL LEFT LhZHrmmiG 2 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER ZA-^ 
FAILURE PRESENTATION 










32768 








BALANCING-ON-ROLLING- 
BALL CENTER iy-ZW 
WINNING 1 PRESENTATION 


















BALANONG-ON-ROLLING- 
BALL CENTER i>-2W 
WINNING 2 PRESENTATION 



















YAH-HOO SIGN 
PRESENTATION 



FIG.87 



/L/-^PRESENTATION SELECTION TABLE (WIN 



LAMP BBNG ILLUMINATED) 



iy-27tf SIGN PF^SEm-ATION 


i/-2WrPRESENTATI0N 


tf-^HTPRESENTATTON SELECTION TABLE 


00 


11 


12 


13 


14 


15 


16 


17 


NO U-ZHI^QS^ 
PRESENTATION 


^O i/-ZWRESENTATION 


















^ORMAL i^2WFAILURE 
PF^SEhfTATION 


2500 
















OSHBOJRA U-2MFASUJPE 
PRESENTATION 


2000 
















OSHBOJRA U-Zf^Vmt^G 
PRESENTATION 






65535 












FHDWERBALL 1 LhZM 
FAILURE PRESENTATION 


1000 
















pOWERBALL 1 LhZHf 
WINNING PRESENTATION 










13106 








POWEF® ALL 2 Lf-2M 
FAILURE PRESENTATION 


300 
















POWERBALL2/A-2W 
WINNING PRESENTATION 










19661 








P0WERBALL3 LHZHI 
FAILUF^ PRESENTATION 


1 
















P0WERBALL3 U-ZHff 
WINNING PRESENTATION 










32768 








BALANCING-ON-ROLUNG- 
BALL RIGKT LHZM 
FAILURE PRESENTATION 


ouu 
















BALANCING-ON-ROLUNG- 
BALL RIGHT Lh2Hf 
WINNING 1 PRESENTATION 














9175 




BALANCING-ON-ROLLiNG- 
BALL RIGKT U-ZHI 
WINNING 2 PRESENTATION 






• 








3932 




BALANCDSIG-ON-ROLLING- 
BALL LEFT i/-27tf FAILURE 
PRESENTATION . 


















BALANCING-ON-ROLLING- 
BALL LEFT LhZMVmmiG 
1 PF^SENTATION 














13763 




BAL^NCING-ON-ROLLING- 
BALL LEFT U-Z^^VmNSNG 
2 PRESENTATION 














5898 




BALANCING-ON-ROLUNG- 
BALL CENTER Lh2M 
FAILURE PRESENTATION 


1 
















BALANCINGHDN-ROLLING- 
BALL CENTER Lh2H/ 
WINNING 1 PRESENTATION 














22937 




BALANCING-ON-ROLLING- 
BALL CENTER LJ-^H^ 
WINNING 2 PRESENTATION 














9830 





FIG.88 



LhZHfPf^SEHTAllOU SELECTION TABLE (WIN LAMP BBNG UXUMINATED) 



Lf-ZHSICN PRESENTATION 



Z/-2?JPRESENTATI0N SELECTION TABLE 



U-ZMPPESEHTATIOU 


00 


11 


12 


13 


14 


15 


16 


17 


NO L/--^PFESENTATION 


















NOFIMAL Lf-ZNIFASLUFE 
PF^SETfTATION 


















OSHIKURA U-2MFASUJPE. 
PRESe^ATlON 


1 
















OSHIKURA u-ZHim\vmi 

PRESENTATION 




65535 














POWERBALL 1 LhZHI 
FAnjUF^ PRESENTATION 


















POWEFiBALL 1 LhZHI 
WINNING PRESENTATION 


















POWERBALL 2 i/-2?^ 
FAILURE PF^SENTATION 


















powEraALL 2 u-zm 

WINNING Pf^SENTATlON 


















POWERBALL 3 LhZHI 
FAILURE PRESEhTTATlON 


















POWERBAa 3 LhZHI 
WINNING PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT LhZHI 
FAILURE PF^SENTATION 


















BALANGING-ON-ROLUNG- 
BALL RGHT LhZHI 
WINNING 1 PF£SENTAT10N 


















BALANGING-ON-ROLLING- 
BALL RIGHT LhZHI 
WINNING 2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT Zy-2WrFAILUF^ 
PRESENTATION 


















BALANCDMG-ON-ROLLING- 
BAU. LEFT LhZHPmirmG 
1 PRESENTATION 


















BALANCINQ-ON-ROLLING- 
BALL LEFT i/-2?tfWINNING 
2 PRESENTATION 


















BAL>yMCING-ON-ROLLING- 
BALL CENTER i/-2Hr 
FAILURE PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER iy-2W 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER i/-2W 
WINNING 2 PRESENTATION 



















OSH3<URA LhZHI^j^ 
PRESENTATION 



FIG.89 

//-ZWPRESENTATION SELECTION TABLE (WIN LAMP BEING HXUMINATED) 



i>-2WSIGN PRESENTATION 


i>-2HrPRESENTAT10N 


i/-2WPRESENTATION SELECTION TABLE 


OO 


11 


12 


13 


14 


15 


16 


17 


POWEFiBALL U-2MSICN 
PRESENTATION 


NO Lh2MPPESEMTA-nON 


















NOFMAL i/-2WFAILURE 
^RESENTTATtON 


















OS^MRA U-ZhfffASUJPE 
PRESEMTATION 


















OSHffOJRA U-2Hrmi!'iIHQ 
PRESEKTTATION 


















POWEFBAUL 1 U-ZHTFASLUP^ 
PRESENTATION 


















POWERBALL 1 LhZMVmhmC 
PRESENTATION 








6553 










POWERBALL 2 i^27^AILURE 
PRESENfTATlON 


















POWERBALL2 iZ-ZWWNNING 
PRESENTATION 








13107 










POWERB/U_L3 
PRESENTATION 


















POWERBALL 3 i/-23h?WINNING 
PRESENTATION 








45875 










BALANCD^G-ON-ROLL!NG- 
BALL RGKT Lh2MFfiSiUPE. 
PRESENTATION 


















BALANONG-ON-ROLLING- 
BALL RIGHT LhZf^mWSNG 1 
PRESENTATION 




• 














BALANCING-ON-ROLLING- 
BALL RIGHT Lh3^VmmG 2 
PRESENTATION 


















BALANONG-ON-ROLLING- 
BALL LEFT LhZHffASUJPE 
PRESENTATION 


















BALANONG-ON-ROUJNG- 
BALL LEFT LhZhffm^miG 1 
PRESENTATION 


















BALANONG-ON-ROLLING- 
BALLLEFT i/-Zh?WINNING 2 
PRESENTATION 


















BALAWONG-ON-ROLUNG- 
BALL CENTER i/-2WFAn_URE 
PRESENTATION 


















BALANONG-ON-ROLUNG- 
BALL CENTER L/-ZWWNNING 
1 PRESENTATION 


















BALANONG-ON-ROLUNG- 
BALL CENTER iy-2WWINNING 
2 PRESENTATION 



















FIG.90 



LA-2WPRESENTATION SELECTION TABLE (WIN LAMP BEING nXUMINATED) 



iy-2WSlGN PF£SENTATION 


L/-2WPF!ESENTATI0N 


iZ-ZWRESENTATlON SELECTION TABLE 


00 


11 


12 


13 


14 


15 


16 


17 




NO iy-^HTPRESENTATlON 


















BAUVNCING-OIShROLUNG- 
BALL U-ZHfPF(ESEmAnOti 


NORMAL LhZHlfASUJf^ 
Pf^SENTATlON 




















OSHIKUFIA Lh^FASLJJffE 
PRESBvrrATION 


















osHJKURA u-ZHrm\\m^ 

PRESEhTTATION 


















POWERBALL 1 LhZH! 
FAILUFE PRESENTATION 


















POWEFBALL 1 LhZH! 
WINNING PRESEINTTATION 


- 
















PomPBf^l LhZHI 
FAUURE PRESENTATION 


















PO\NEPBAXJ.2 LhZH^ 
WINNING PRESENTATION 


















POWERBALL 3 Zy-Z^ 
FAILURE PRESENTATION 


















POWERBALL 3 i/-27tf 
WINNING PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT i/-ZVFAn_URE 
PF^SENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT Z/-2mVINNING 1 
PRESENTATION 












4588 






BALANCING-ON-ROLLING- 
BALL RIGHT iiy-2WWINNING 2 
PRESENTATION 












1966 




■ 


BALANCING-ON-ROLLING- 
BALL LEFT i^Z^FADJURE 
PRESENTATION 


















BALANCDMG-ON-ROLLING- 
BALL LEFT i/-2?tfWINNING 1 
PRESENTATION 












9175 






BALANCING-ON-ROLLING- 
BALL LEFT U-ZMVmNSNQ 2 
PRESENTATION 












3932 






BALANCING-ON-ROLLING- 
^AIL CENTER LhZM 
FAILURE PRESENTATION 


















BALANCINGHDN-ROLLING- 
BALL CENTER LhZM 
WINNING 1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER LhZM 
WINNING 2 PRESENTATION 



















FIG.91 



i>-27i?PRESENTATION SELECTION TABLE (WIN LAMP BEING n-LUMlNATED) 



ZJ-2WSIGN PRESENTTATION 


i/-^^FESENTAT10N 


iA-ZWRESENTATION SELECTION TABLE 


OO 


11 


12 


13 


14 


15 


16 


17 


YAH-HOO SIGN 
PRESENTATION 


^0 i/-23OTRESENTATION 


















NORMAL Zy-2HrFAn_UFE 
PRESENTATION 


















OSHD<URA LhZHTFAMJf^ 
PRESENTATION 


















OSHIKURA LhZHIVmmiQ 
PRESENTATION 


















P0WERBALL1 U-2M 
FAILURE PRESENTATION 


















POWERBALL 1 U-2HI 
WINNING PRESENTATION 


















POWERBALL 2 
FADJURE PRESENTATION 


















POWERBALL 21/-^ 
WINNING PRESENTATION 


















POWERBALL 3 
FAILURE PRESENTATION 


















POWERBALL 3 i>-2M 
WINNING PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGKT Lf-Z^tf FAILURE 
PF^SENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGKT Lh2MVmmiG 
1 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL RIGHT Z/-27tfWINNING 
2 PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT FAILURE 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL LEFT i/-2?tfWINNING 1 
PRESENTATION 


















BALANCDMG-ON-ROLLING- 
BALL LEFT il/--^?tfWINNING 2 
PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTHR LhZHr 
FAILURE PRESENTATION 


















BALANCING-ON-ROLLING- 
BALL CENTER U-ZM 
WINNING 1 PRESENTATION 












32112 






BALANCING-ON-ROLLING- 
BALL CENTER iy-234r 
WINNING 2 PRESENTATION 












13762 






BAROON LhZHriBOmS DETERMINATION) 
















65535 



FIG.92 



BBF^CHDAT TABLE FOR SELECTING SYMBOLS DISPLAYED WHEN BB GENERATION PRESENTATION IS EFFECTED 



TYPE OF DISPLAYED SYMBOL 


SAMPUNG VALUE 


7 


19660 


Do 


26214 


CAKE 


9831 


COOKIE 


9830 



FIG.93 

RBRECHDAT TABLE FOR SELECTING SYMBOLS DISPLAYED WHEN RB GENERATION PRESENfTATION IS EFFECTED 



TYPE OF DISPLAYED SYMBOL 


SAMPUNG VALUE 


BAR 


3276 


Do 


9830 


CAKE 


26215 


COOKIE 


26214 



FIG.94 

MSRECCHDAT TABLE FOR SELECTING SYMBOLS DISPLAYED WHEN LhZMFASLUF^ PRESEIsfTATION IS EFFECTED 



TYPE OF DISPLAYED SYMBOL 


SAMPUNG VALUE 


7 


3276 


BAR 


6553 


Do 


9830 


CAKE 


22938 


COOKIE 


22938 



FIG.95 



SYMBOL DISPLAYED ON CErsfTER REEL WHEN BALANCB 


^JG-ON-ROLUNG-BAU. LhZHlHAS FAILED 


TEA/P'AfSSYh/BOL 


CENTER DISPLAYED SYMBOL 


7 DISPLAYED ON ETTHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = BAR 


BAR DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = Do 


Do DISPLAYED ON EITHER SDE REEL 


SYMBOL DISPLAYED IN CENTER = E 


CAKE DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = COOKIE 


COOKIE DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYED IN CENTER = 7 
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FIG.99 



SAMPLED VALUE 


WINNING 
DEFINITION DATA. 


GAME-STARTING 
SOUND 


BLINKING PATTERN AFTER 1 
STOPPING ALL REEIS- . " 


FLASH DATA TABLE DI^MOWD DURING INTERNA^ ELECTION OP BB OR RB ^ 


0 2 8 


■ AO: . 


STARTING S 


4- 1 


022 


m 


;STARTiN6#^ 




b ^ d / 


YES 


STARTntfGv^^ 


'7 1 


1 5 6 


■ NO • . 


STARTING SOUND 2 


NO :| 


FLASH; DATA TABLE 0 Ml SS 1 N NORMA 


L GAME 1 


2 2 5 


NO 


STARTING SOIJND 1 


NO ~1 


0 0 1 


NO 


STARTING SOUND 1 


5 j 


0 13 


NO 


STARTING SOUND 2 


NO 


0 13 


NO 


STARTING SOUND 2 


ND 


0 0 1 


NO 


STARTING SOUND 2 


2 1 


0 0 1 


NO 


STARTING ■sound 2 


3 1 


00 1 


NO 


STARTING SOUND 2 




0 0 1 


NO 


STARTI/NG SOUND 2 


NO 1 


FLASH DATA TABLE 1 GROUP 1 IN NORMAL GAME ; | 


16 3 


NO 


STARTING SOUND 1 


NO 1 


0 0 6 


NO 


STARTI NG SOUND 1 


2 1 


0 0 3 


NO 


STARTING SOUND 1 


3 1 


0 4 1 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


7 1 


0 2 6 


NO 


STARTING SOUND 2 


NO 


0 0 2 


NO 


STARTING SOUND 2 


6 1 


0 1 0 


NO 


STARTING SOUND 2 


NO 


0 0 4 


NO 


STARTING SOUND 2 


2 1 
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SAMPLED VALUE 


WINNING 
DEFINITION DATA 


GAME-START liyG 
SOUND 


BLINKING PATTERN AFTER 
STOPPING ALL REELS . | 


FLASH DATA TABLE 2 DG IN WORiSflAL GAME . | 


18 8 


NO 


START IWG SOUND 1 


NO j 


0 10 


NO 


startling: SOUND 1 


1 1 


002 


NO 


START^IiNG SOUND ;i 


6 1 


0 9 1 


■■Np-- 


■ S^RTiiNGj SOUND ^ 


.NO 


p b 1 




STARlTINfr ^OUND ^ 


■ w- ^ : .^ \ 


013 


NO' - " ■ 


Sl^RKfiNq: ^0UND.-2 


.■ NO 


0 3 6 


NO.:'- 


ST^RTDINar SpUN^) 


NO j 


0 0 1 


NO 


SftiRT jjiG -SOUND 2 


2 1 


0 0 4 


NO . 


START lilG : SOUND- 2 




FLASH DATA TABLE 3 | DIAMOND IN NORMAL GAME; | 


1 1 3 


NO 


STARTING SOUND 1 


NO \ 


0 0 2 


NO 


STARTING SOUND t 


4 1 


0 0 1 


NO 


START^rNG:;slDUND 1 ; 


5 I . 


0 0 2 


NO 


STARTING. SOUND 2 


NO 


0 18 


NO 


STARTING- SOUND 2 


4 1 


12 0 1 NO 


STARf ING SOUND 2 


NO. 1 


FLASH DATA TABLE 4 REPLAY IN NORMAL GAME | 


1 9 6 


NO 


STARTING SOUND 1 


NO 


0 10 


NO 


STARTING SOUND 1 


1 j 


0 0 2 


NO 


STARTING SOUND 1 


6 1 


0 2 2 


NO 


STARTING SOUND 2 


NO 


0 2 2 


NO 


STARTING SOUND 2 


NO j 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


2 j 


0.0 1 


NO 


STARTING SOUND 2 


6 1 
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SAMPLED VALUE 


WINNING 
DEFINITION DATA 


GAME-STARTING 
SOUND 


BLINKING PATTERW AFTER 
STOPPING ALL REELS 


FLASH DATA TABLE 5 BB.RB IN NORMAL:! GAME V / 


1 1 4 


NO 


STARTING SOUND 1 


NO 


0 pi 


NO 


STARTING sound; 1 


A 


0 0 1 


YES 


STARTING SOUND .1 


7 


b 0 1 


YES 


starting: SpUND-^ 


S 


0 0 9 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


7 


0 2 6 


ND 


. STARTING SqUND 2 


NO 


0 0 5 


NO 


START rNG SOUND 2 


2 


0 2 0 


NO 


STARTING SOUND 2 


NO 


0 0 2 


NO 


STARTING SOUND 2 


2 


0 0 4 


YES 


STARTING SOUND 2 


6 


0 2 6 


NO 


STARTING SOUND 2 


NO 


0 0 4 


NO 


STARTING SOUND 2 


3 


0 4 5 


NO 


STARTING SOUND 2 


NO 


0 0 3 


NO 


STARTING SOUND 2 


5 


FLASH DATA TABLE 6 MISS DURING INTERNAL ELECT ION OF BB OR RB 


1 5 4 


NO 


STARTING SOUND 1 


NO 


0 0 6 


NO 


STARTING SOUND 1 


5 


0 0 6 


YES 


STARTING SOUND 1 


3 


0 1 1 


YES 


STARTING SOUND 2 


4 


0 12 


YES 


STARTING SOUND 2 


.5 


0 0 5 


NO 


STARTING SOUND 2 


2 


0 3 5 


NO 


STARTING SOUND 2 


3 


^ 0 2 7 


MO 


STARTING SOUND 2 


5 
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SAMPLED -VALUE . 


WINNING 
DEFINITION DATA 


GAME-START I WG 
SOUND 


BLINKING PATTERN AFTER 
STOPPING ALL REELS 


FLASH DATA TABLE 7 ( GROUP 1 DURING INTERWAL ELECm^^ OF BB OR RB: 


0 2 7 


NO 


STARTING-SOUND 1 


. NO 


0 2 8 


NO 


STARTING SOUND i 


2 . ■ 


0 4 2 


NO 


STARTING SOUND 1 


. 3 


0 0 3 


YES 


STARTING SOUND 1 


8 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 2 1 


NO 


STARTING SOUND 2 


7 


0 3 8 


NO 


STARTING SOUND 2 


NO 


0 0 6 


NO 


STARTING SOUND 2 


6 


0 8 5 . 


NO 


STARTING iSdUND 2 


NO 


0 0 5 


NO 


STARTING SOUND 2 


2 


FLASH DATA TABLE 8 | DG. REPLAY DURING INTERNAL ELECT ION OF BB OR RB 


0 7 9 


NO 


STARTING SOUND 1 


NO 


0 2 1 


NO 


STARTING SOUND 1 


1 


0 1 4 


YES 


STARTING SOUND 1 


5 


0 1 4 


NO 


STARTING SOUND .1 


6 


0 2 3 


NO 


STARTING SOUND 2 


NO 


0 2 0 


NO 


STARTING SOUND 2 


NO 


0 0 1 


NO 


STARTING SOUND 2 


NO 


0 1 9 


NO 


STARTING SOUND 2 


6 


0 3 6 


NO 


STARTING SOUND 2 


. NO 


0 0 4 


NO 


STARTING SOUND 2 


2 


0 2 5 


YES 


STARTING SOUND 2 


7 
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FIG. 110 



FIG. 111 



FIG. 112 




FIG. 113 



FIG, 115 




FIG. 114 
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FIG. 116 




FIG. 117 




FIG. 118 




F I G. 120 




F I G. 121 



F I G. 122 




F I G. 124 




FIG. 126 
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FIG. 130 
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F I G. 146 
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F I G. 150 




F I G. 152 




FIG. 154 
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H; FIG. 157 
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F I G. 158 




F I G. 160 




FIG. 1 62 
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F I G. 176 




F I G. 177 



F I G. 178 





c 
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RECEIVE INTERRUPTION 
PROCESSING 



IMPORT RECEIVED DATA FROM COMMAND 
RECEIVING PORTS COMHMAP AND COMLMAP 



IMPORT STROBE SIGNAL FROM 
INPUT PORT [0] AND INMAP 0 



AOt-l 



,A01_2 



ALLOW MULTIPLE INTERRUPTS 
(TIMER INTERRUPT) 



< 



T 



A01_3 



DETERMINE WHETHER OR NOT 
STROBE SIGNAL IS INVAUD 



NO 



A01-4 
YES 



CHECK RECEIVE SEQUENCE 
MANAGEMENT DATA RX PHASE 



A01_5 



< 



DETERMINE WHETHER RECEIVED 
SEQUENCE IS RRST OR SECOND 



NO 



A01_6 
YES 



COMPARE FIRST BYTE OF RECEIVED 
DATA WITH MAXIMUM VALUE MCMD MAX OF 
COMMAND CODE OUTPUT FROM MAIN CPU 101 



< 



A01_7 



DETERMINE WHETHER OR NOT RECEIVED 
DATA FALL WITHIN RANGE OF 1 
TO MCMD MAX (WHERE 0 IS INVAUD) 




NO 



SET ONE FOR RECEIVE SEQUENCE 
MANAGEMENT DATA RX PHASE 
(COMPLETION OF RRST SEQUENCE) 



.A01_9 



SAVE RECEIVED COMMAND IN RECEIVED-COMMAND 

HIGHER BYTE AREA RCVCMDH AND IN 
RECEIVED-COMMAND LOWER BYTE AREA RCVCMDL 



AOt_ 



COMPUTE BCC VALUE AND 
SAVE THE COMPUTED VALUE 



A01_11 



SET TIMEOUT VALUE RX TOUT IN RECEIVED 
SEQUENCE TO RECtlV^TlMEOUT 
MEASUREMENT TIMER RX TIMER 




.A0I_12 




FIG.180 



CLEAR RECEIVE SEQUENCE 
MANAGEMENT DATA AREA RX.PHASE 



I 



CHECK CURRENT RECEIVE TIMEOUT 
MEASUREMENT TIME RX TIMER AND COMPARE THE 
TIME WITH RECEIVE INftERVAL TIMER RX.NTIM 



CLEAR RECEIVE TIMEOUT MEASUREMENT 
TIMER RX TIMER 



< 



.AOI-13 



A01_14 



.AOl-15 



DETERMINE WHETHER OR NOT 
RECEIVE INTERVAL IS NORMAL 



YES 



5 



A01_16 
NO 



COMPUTE BCC OF RECEIVED COMMAND. 
AND COMPARE COMPUTED 
BCC WITH RECEIVED BCC 



< 



A01_17 



DETERMINE WHETHER OR NOT 
MATCH EXISTS BETWEEN COMPUTED 
BCC AND RECEIVED BCC 



ru 
ru 



YES 




CLEAR RECEIVE ERROR 
COUNTER RERR.CNT 



UPDATE GAMING STATUS FLAG 
GAMEST IN ACCORDANCE WITH 
GAMING STATUS INFORMATION 



,A01_19 



AOI- 20 



CHECK RECEIVED-COMMAND 
HIGHER BYTE RCVCMDH 



_ A01_2I 



DETERMINE WHETHER OR NOT COMMAND 
RECEIVED THIS TIME IS PRESElsfTATION 
INITIALIZATION REQUEST (01 H) 



,AOI-22 
NO 



YES 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



< 



DETERMINE WHETHER OR NOT INITIAUZATION 
COMMAND REJECT STATUS IS ON 




A0I_23 
A01-24 
YES 



^O^ 



FIG.1 81 A 




(1) SET TO ON PRESENTATION INITIAUZATION 
INSTRUCTION FLAG OF PRESENTATION STATUS 

FLAG PRDC.STS, AND (2) SET TO ON 
INITIALIZATION COMMAND REJECT STATUS FLAG 



A0I_25 



FIG.1 81 B 




CLEAR INITIAUZATION COMMAND 
REJECT STATUS FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



-A01_26 



COMPARE COMMAND RECEIVED THIS 
TIME WITH FINAL RECEIVE COMMAND 
AREA LST RCMD 



( 
< 



-AOI-27 



'AOl-28 



DETERMINE WHETHER OR NOT IDENTICAL 
COMMAND HAS BEEN RECEIVED 
(RETRANSMITTED) 



NO 



DETERMINE WHETHER OR NOT COMMAND 

RECEIVED THIS TIME IS SOUND 
PRESENTATION INSTRUCTION COMMAND 




NO 



SAVE COMMAND RECEIVED THIS 

TIME INTO LST RCMD AS 
FINALLY-RECEIVED COMMAND 



A01_30 



FIG. 1 82 




c 



RECEIVED COMMAND STORAGE PROCESSING 


-^A01_31 








UPDATE ERROR COUNTER RERR.CNT 


~-A01_32 




1 ^ 


^Aoi 








SET MAIN-CPUH30WN MONITOR 
TIMER MDWN TIM TO MAIN-CPU-DOWN 
MONITOR TIMER M WATCH 


-A01_33 









RETURN FROM INTERRUPT PROCESSING 



FIG. 183 



Q TIMER INTERRUPT PROCESSING~^ 



ALLOW MULTIPLE INTERRUPTS 



y 



A02_1 



UPDATE RANDOM NUMBER SELRAND 
FOR SELECTING PRESENTATION 



CHECK PRESENTATION SEQUENCE 
ADJUSTMENT TIMER PR TIMER 



< 



-A02_2 



-A02_3 



A02_4 



DETERMINE WHETHER OR NOT 
PRESENTATION SEQUENCE ADJUSTMENT 
TIMER ASSUMES A VALUE OF 0 



" ^YES 



NO 



SUBTRACT ONE FROM TIMER VALUE 
OF PRESENTATION SEQUENCE 
ADJUSTMENT TIMER PR.TIMER 



A02_5 



CHECK RECEIVE TIME ADJUSTMENT 
TIMER RX TIMER 



< 



-A02_6 



DETERMINE WHETHER OR NOT RECEIVE 
TIME ADJUSTMENT TIMER RX TIMER 
ASSUMES A VALUE OF 6 



NO 




SUBTRACT ONE FROM TIMER VALUE 
OF RECEIVE TIME ADJUSTMENT 
TIMER RX TIMER 



A02_8 



CLEAR RECEIVE SEQUENCE 
MANAGEMENT DATA RX PAUSE 



UPDATE RECEIVE ERROR 
COUNTER RERR CNT 



A02-9 



.A02-10 



SJ 




FIG. 184 



CHECK MAIN-CPU-DOWN MONITOR 
TIMER M WATCH 



< 



DETERMINE WHETHER OR NOT 
MAIN-CPU-DOWN MONITOR TIMER 
M.WATCH ASSUMES A VALUE OF 0 



A02_1I 

'A02-12 
YES 



NO 



SUBTRACT ONE FROM TIMER VALUE 
OF MAIN-CPU-DOWN M_WATCH 



A02-13 



SET TO ON FLAG-PRESENTATION/EXECUTION/ 

INITIALIZATION INSTRUCTION FLAG 
OF PRESENTATION STATUS FLAG PRDC STS 




--A02_14 



ru 



CHECK TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX PHASE 



DETERMINE WHETHER OR NOT DATA 
ARE BEING TRANSMITTED TO 
IMAGE CONTROL BOARD 300 



lYES 



COMMAND TRANSMISSION PROCESSING 




CHECK TRANSMISSION MANAGEMENT 
TIMER AREA TX TIMER 



< 



-A02-15 



'A02_16 
NO 



A02-17 



DETERMINE WHETHER OR NOT TRANSMISSION 
MANAGEMENT TIMER AREA 
TX.TIMER ASSUMES A VALUE OF 0 



YES 



TRANSMISSION START PROCESSING 





A02_ 20 



i 



A02-21 



SUBTRACT ONE FROM TIMER VALUE OF 
PRESENTATION STATUS FLAG TX TIMER 




i i 



3 



FIG. 185 




CHECK PRESENTATION STATUS FLAG 
PRDC STS 



< 



DETERMINE WHETHER OR NOT TRANSMISSION 
COMMAND HAS BEEN EDITED 




A02_22 

A02_23 
YES 



SET TRANSMISSION DATA STORED IN 
TRANSMISSION-COMMAND-EDITION BUFFER 
TXBUFWK TO TRANSMISSION COMMAND 
BUFFER TXBUFF 



-A02_24 



CHECK GAMING STATUS FLAG GAMEST 



< 



DETERMINE WHETHER OR NOT 
ERROR HAS ARISEN 



YES 



:5 



— A02.25 

A02_26 

NO 



SET TRANSMISSION DATA STORED IN 
ERROR-SCREEN-DISPLAY COMMAND- 
DESIGNATED BUFFER INTO TRANSMISSION 
COMMAND BUFFER TXBUFF 



■A02-27 



COMPUTE BCC OF TRANSMISSION 
COMMAND, AND STORE COMPUTED BCC 



.A02_28 




CLEAR TRANSMISSION-COMMAND-EDITED FLAG 
OF PRESENTATION STATUS FLAG PRDC STS 



^A02_29 



(A02_B 



c 



RETURN FROM INTERRUPT PROCESSING 



FIG.1 86 



Q TRANSMISSION START PROCESSING ) 



( 







CHECK TRANSMISSION BUFFER TXBUFF [ 







DETERMINE WHETHER OR NOT i 
TRANSMISSION COMMAND IS STORED 



YES 



UPDATE TRANSMISSION COUNTER 
TXDATCNT BY ONLY THE NUMBER 
OF TRANSMISSION DATA SETS 



SET ONE IN TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX PHASE 
(TRANSMISSION IS IN PROGRESS) 



TRANSMIT TRANSMISSION START 
CODE DSP STX 



•A03_2 



■A03_3 



.A03_4 



A03_5 



FIG. 187 



C 



COMMAND TRANSMISSION PROCESSING 



5 



< 











^04 _ I 


OUTPUT DATA STORED IN TRANSMISSION 
COMMAND BUFFER TXBUFF TO OUTPUT PORT, 
THEREBY TRANSMITTING COMMAND 








DECREMENT TRANSMISSION COUNTER 
TXDATCNT BY ONLY THE NUMBER OF 
TRANSMISSION DATA SETS 


_A04_2 






(-A04.3 


DETERMINE WHETHER OR NOT TRANSMISSION 


\ NO 



COUNTER TXDATCNT ASSUMES A VALUE OF 





YES 


SET 0 IN TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX PHASE 
(STOP TRANSMISSION) 






SET COMMAND-TRANSMISSION INTERVAL 
TX INTVAL TO TRANSMISSION MANAGEMENT 
TIMER TX TIMER 







A04-4 



A04-5 



FIG.1 88 



Q PRESENTATION RETURN CHECK PROCESSING) 



II PRESENTATION STATUS RESET PROCESSING "[l ^B01-1 



(1) CLEAR PRESENTATION- 
INmAUZATION/EXECUTION/INSTRUCTION 
FLAG OF PRESENTATION STATUS FLAG 
PRDC STS, AND (2) SET TO ON INmAUZATION- 
"COMMAND-REJECT STATUS FLAG 



C 



< 



c 



B0t_2 



SET TO TRANSMISSION MANAGEMENT TIMER 
TX TIMER COMMAND TRANSMISSION 
INTERVAL TX INTVAL (1 0 ms) FOR . 
IMAGE CONTROL CPU 



I 



B01-3 



SET RECEIVE ERROR COUNTER 
REER CNT TO REGISTER 



ALLOW INTERRUPTS 



I 



WATCHDOG RESET PROCESSING 



T 



CHECK BACKUP DATA CHECK 
CODE BKCK.DAT 



DETERMINE WHETHER OR NOT BACKUP IS 
PERFORMED NORMALLY 



NO 



B01-5 

BOl-6 

B01-7 
B01-8 
YES 



PROCESSING TO BE PERFORMED WHEN 
PRESENTATION IS NOT RETURNED 



0 



£ 



SOUND RESET PROCESSING 



.801-9 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



DETERMINE WHETHER OR NOT COMMAND 
ANALYSIS IS IN PROGRESS 



rYES 



SET TO REGISTER COMMANDS ALCMD HI AND 
ALCMD LO THAT ARE BEING ANALYSED 



RECEIVE COMMAND ANALYSIS PROCESSING 




PRESENTATION CONTROL PROCESSING 



FIG. 1 89 



< 



SET TO ON TRANSIT 
EDITED FLAG OF 
STATUS FLA 


IISSION-COMMAND- 
■ PRESENTATION 
,G PRDC STS 






CHECK PRESENTATION STATUS 
FLAG PRDC.STS 






DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 




NO 



B01_14 



c 



PRESENTATION CONTROL PROCESSING 



B01_16 
YES 



SET PRESENTATION-SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP PRSQTBK 
TO PRESENTATiON-SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER PRSQPTR (INITIAUZATION) 



.B01_17 



C 



PRESENTATION CONTROL PROCESSING 



:> 



FIG.1 90 



c 



PROCESSING TO BE PERFORMED 
WHEN PRESENTATION IS NOT RETURNED 



WATCHDOG RESET PROCESSING 



B02_1 



CLEAR RAM 



B02_2 

\ , 

ALLOW INTERRUPTS B02_3 



I 



CHECK GAME STATUS FLAG GAMEST 



J^B02_4 
'B02_5 



DETERMINE WHETHER OR NOT NOTIRCATION 
OF INTERNALLY-GENERATED 
COMBINATION IS IN PROGRESS 



NO 



YES 



SET, TO DISPLAYED-SYMBOL CHANGE COUNTER 
WPLY CNT, NUMBER OF GAMES PCHG_NUM 
(INITIALIZATION) FOR STOPPING AND 
CHANGING DISPLAYED SYMBOLS 
AFTER ILLUMINATION OF WIN LAMP 



B02_6 



SET, TO ON. REEL-SCREEN-TYPE FLAG OF 
PRESENTATION STATUS FLAG PRDC.STS 



I 



SELECT INITIAL VALUE FOR DATA 1 
PERTAINING TO SYMBOL DISPLAYED ON UQUID 
CRYSTAL DURING INTERNAL NOTIRCATION, 
AND SELECT INITIAL VALUE FOR DATA 2 
PERTAINING TO SYMBOL DISPLAYED ON UQUID 
CRYSTAL DURING INTERNAL NOTIRCATION 



802-7 



B02_8 



B02_9 

J 



SELECT INITIAL VALUE FOR DATA 1 
PERTAINING TO SYMBOL DISPLAYED ON 
UQUID CRYSTAL AND SELECT INITIAL 

VALUE FOR DATA 2 PERTAINING TO 
SYMBOL DISPLAYED ON UQUID CRYSTAL 



SET SELECTCD INITIAL VALUES TO STOP 
DISPLAYED-SYMBOL DATA 1 STP_PIC1, 
STOP DISPLAYED-SYMBOL DATA 2 STP.PICZ 
DISPLAY DISPLAYED-SYMBOL DATA 
DSP_PIC1. AND DISPLAY DISPLAYED- 
SYMBOL DATA DSP PIC2 



I 



B02_10 



SET COMMANDS ALCMD HI AND 
ALCMD LO TO REGISTER 



SET, TO ON, RECEIVED-COMMAND- 
ANALYZING FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



802-11 



802-12 



ly 



FIG. 1 91 



C 



PRESENTATION CONTROL 
PROCESSING (MAIN LOOP) 



WATCHDOG RESET PROCESSING 



COl-1 



< 



< 



< 



< 



CHECK RECEIVE ERROR COUNTER RERR CNT. 
AND COMPARE COUNT VALUE OF THE COUNTER 
WITH PERMISSIBLE NUMBER OF CONSECUTIVE 
RECEIVER ERRORS ERRN MAX 
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JACKPOT WINNING COMMAND PROCESSING 
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CHECK MEMORY CONTENTS OF REGISTER 



SET JACKPOT WINNING PRESENTATION COMMAND 
(OEh)- IN RRST BYTE OF TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 
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CHECK BONUS STAGE BNS STGN, AND SET RB 
STAGE NUMBER IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



NO 



< 



DETERMINE WHETHER OR NOT 
RB IS IN STAGE 3 
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SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS OF RB STAGE 3 
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DETERMINE WHETHER OR NOT JACKPOT 
WINNING IS RNAL (i.e., EIGHTH WINNING) 
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SELECT SEQUENCE-OONTROL-TABLE ADDRESS 
FOR FINAL JACKPOT WINNING (EIGHTH WINNING) 
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RB GAMES JACGAME 



< 



DETERMINE WHETHER OR NOT CURRENT 
(SAME IS FINAL RB BONUS GAME 



YES 



009-8 

009_9 
NO 



SELECT SEQUENCE-CONTROL-TABLE ADDRESS FOR 
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THIRD BYTE OF TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 
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SETTRANSMISSION-COMMAND-EDITED FLAG 
OF PRESENTATION STATUS FLAG PRDG.STS 







< 



D09-12 



DETERMINE WHETHER OR NOT 
JACKPOT WINNING HAS ARISEN 




YES 



SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS FOR JACKPOT WINNING 
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SET JACKPOT WINNING SOUND 
CODE SD JAC IN REGISTER 



SOUND CONTROL PROCESSING 
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SET SELECTED SEQUENCE-CONTROL-TABLE 
ADDRESS IN SEQUENCE-CONTROL-TABLE- 
ACCESS POINTER BACKUP SQPTRBK AND SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 
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CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER 
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SET. TO ON, SEQUENCE-CONTROL-IN- 
PROGRESS FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 
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I CLEAR SOUND BACK UP AREA 2 SND_BAK+1 
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SET TOKEN PAYOUT SOUND MUTE 
CODE SD OFF 2 IN REGISTER 
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SOUND CONTROL PROCESSING 
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DETERMINE WHETHER OR NOT GENERATION OF 
BONUS SOUND (START SOUND) IS REQUESTED 
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SET IN REGISTER START SOUND CODE 
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{JRET JUMPJ 



•DlO-6 



SOUND CONTROL PROCESSING 
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SET BONUS OPERATION SOUND CODE 
SD BBBGM IN SOUND BACKUP AREA 1SND_BAK 
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SOUND CONTROL PROCESSING 
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CLEAR START SOUND CODE FOR 
BONUS SOUND BACKUP AREA BSND_BK 
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PROCESSING PERTAINING TO INSTRUCTION 
COMMAND FOR CHANGING STATUS OF BONUS GAME 
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SET BONUS-STAGE-OISPLAY INSTRUCTION 
COMMAND (OCh) IN RRST BYTE TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 
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BYTE OF TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 
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SET SELECTED SEQUENCE CONTROL TABLE 
ADDRESS IN SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER BACKUP SQPTRBK AND SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 
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CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER 



(1) SET. TO ON, TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION STATUS FLAG 
PRDC STS. AND (2) SET. TO ON. SEQUENCE- 
CONTROL-IN-PROGRESS flag of THE SAME 
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SET BONUS OPERATION SOUND 
MUTE CODE SD OFF1 
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DETERMINE WHETHER OR NOT 
PAYOUT IS INSTRUCTED? 



0^2 -to 



YES 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 
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DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 
(END OF BB IS BEING PRESENTED) 



NO 




SET PAYOUT SOUND CODE SD OVER TO 
REGISTER AND SOUND BACKUP AREA 1 SND.BAK 
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ERROR PRESEhfTATION COMMAND PROCESSING 



CHECK DATA STORED IN REGISTER 
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DETERMINE WHETHER OR NOT ERROR 
STATUS HAS BEEN CANCELED 
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IN ERROR-SCREEN-DISPLAY-COMMAND-DEDICATED 
BUFFER ACCORDING TO MEMORY CONTENTS OF REGISTER 
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ACCORDING TO MEMORY CONTENTS OF REGISTER 
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AND SOUND BACKUP AREA 1 SND.BAK 



SET PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT 
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IN PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT 
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SET ONLY TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION- 
STATUS FLAG PRDC STS 
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CHECK PRESENTATION-BEING-SELECTED 
FLAG PRSELFLG 



DETERMINE WHETHER OR NOT PRESENTATION- 

BEING-SELECTHD FLAG IS OFF 
(l.e. WHETHER OR NOT NORMAL GAME START 
COMMAND HAS YET TO BE RECEIVED) 



NO 



PRESENTATION STATUS FLAG PRDC.STS 




DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 
(l.e, WHETHER OR NOT LhZHIOR BB 
END PRESENTATION IS IN PROGRESS) 



Tyes 




CLEAR Z>-ZV/-PRESENTATI0N-IN-EFFECT 
FLAG OF PRESENTATION STATUS FLAG PRDC.STS 
AND SEQUENCE-OONTROL-IN-PROGRESS FLAG 



SET. IN REGISTER. Z>-ZWPRESENTATION 
SOUND MUTE CODE SD OFF3 AND SD_OFF4 
AND BB TERMINATION SOUND MUTE CODE SD 0FF1 
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SOUND CONTROL PROCESSING 
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PRESENTATION SELECTION PROCESSING 
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COMMAND-EDmON BUFFER 
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SET, IN RRST BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK, SPINNING 
START COMMAND (04h) ON NORMAL REEL SCREEN 
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CHECK SIGN PRESENTATION TYPE PRE CL^ AND 
SET SIGN PRESENTATION IN SECOND BYTE OF 
TRANSMlSSIONH:?OMMAND-EDmON BUFFER TXBUFWK 
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SET DISPLAYEO-SYMBOL DATA 1 DSP PIC1 IN 
TWIRD BYTE OF TRANSMISSION-COMMAND-EDITION 
BUFFER TXBUFWK. AND SET DISPLAYED- 
SYMBOL DATA DSP PIC2 IN FOURTH BYTE OF THE SAME 



< 



T 



D14-14 



DETERMINE WHETHER OR NOT SIGN 
PRESENTATION GREATER THAN YAH-HOO 
SIGN PRESENTATION IS INSTRUCTED? 
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DETERMINE WHETHER OR NOT THE 
PRESENTATION IS BONUS DETERMINATION 
PRESENTATION (BALLOON LHZH/> 
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(1) SET TO ON Z7-2///PRESENTATION FLAG OF 
PRESENTATION STATUS FLAG PRDC STS. (2) SET 
TO ON SEQUENCE-CONTROL-IN-PROGRESS OF 
THE SAME AND (3) SET TO ON REEL-SCREEN-TYPE FLAG 
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CHECK GENERATION FLAG WAVEBIT 
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RB GAME HAS BEEN GENERATED 
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BALLOON-/7-2M-SEQUENCE CONTROL TABLE IN 
SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER PRSQPTR AND SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP SQPTRBK 



D14_20 



HANDLE AS BB-DETERMINED SIGN PRESENTATION 
CODE TO BE TRANSMITTED, AND RESET THE SIGN 
PRESENTATION IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 
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SET ADDRESS OF RB-DETERMINATION- BALLOOhh LhZH/ 
SEQUENCE CONTROL TABLE IN SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER PRSQPTR AND SEQUENCE- 
CONTROL- TABLE-ACCESS POINTER BACKUP SQPTRBK 
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HANDLE AS RB-DETERMINED SIGN PRESENTATION 
CODE TO BE TRANSMITTEa AND RESET THE 
SIGN PRESENTATION IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 
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SET SIGN SOUND CODE (START SOUND 3) 
SD PRE IN REGISTER 
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SOUND CONTROL PROCESSING 
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SET GAME START SOUND CODE 
(START SOUND 1 OR 2) 




D14-C 



.D14_27 



SOUND CONTROL PROCESSING 
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CLEAR PRESENTATION^EING- 
SELECTED FLAG PRSELFLG 
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SOUND SINGLE COMMAND PROCESSING 
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DETERMINE WHETHER OR NOT PAYOUT 
SOUND HAS BEEN DETERMINED 



I YES 
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D15_2 
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SET PAYOUT SOUND CODE IN SOUND 
BACKUP AREA 2 SND.BAK+1 
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SET SOUND CODE IN REGISTER 



SOUND CONTROL PROCESSING 
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PRESENTATION SELECTION PROCESSING 

DURING NORMAL GAME AND DURING 
INTERNALLY-GENERATED BONUS GAME 
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CHECK INTER-BONUS-FLAG 
CHECK DATA FPLY CHK 
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CHECK DISPLAYECHSYMBOL 
UPGRADE FLAG RNKUP FLG 
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CHECK PRESENTATION 
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. determine whether or not 
internally-notired-status reel screen 
presentation is in progress 

Tyes 



CHECK NUMBER-OF-GAME COUNTER 
WPLY CNT AFTER ILLUMINATION OF WIN LAMP 



DETERMINE WHETHER OR NOT DISPLAYED- 
SYMBOL DATA HAVE BEEN CHANGED 
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DETERMINE WHETHER OR NOT FEWER THAN 
TEN GAMES HAVE BEEN PLAYED AFTER PERFORMANCE 
OF WINNING PRESENTATION 
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CHECK GENERATION FLAG WAVEBIT 
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DETERMINE WHETHER OR NOT 
BB GAME HAS BEEN GENERATED 
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SET. TO STATIONARY DISPLAYED-SYMBOL DATA 1 STP PIC1, 
- ir WHICH IS A SYMBOL TO BE DISPLAYED ON LEFT WHEEL 
WHEN BB GAME IS GENERATED; AND SET. TO STATIONARY 
DISPLAYED-SYMBOL DATA 2. STP PIC2. " 7." WHICH IS 
A SYMBOL TO BE DISPLAYED ON RIGHT AND 
CENTER WHEELS WHEN BB GAME IS GENERATED 
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SELECT UPGRADE FLAG RKUP_BBDT FOR RANKING DISPLAYED 
SYMBOLS AS BB-DETERMINATION DISPLAYED SYMBOLS 
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SET. TO STATIONARY DISPLAYED-SYMBOL DATA 
ISTP.PIGI. - BAR," WHICH IS A SYMBOL TO BE DISPLAYED 
ON LEFT WHEEL WHEN RB GAME IS GENERATED; AND SET, 
TO STATIONARY DISPLAYED-SYMBOL DATA 2STP PIC^ 
^^BAR," WHICH IS A SYMBOL TO BE DISPLAYED ON RIGHT 
AND CENTER WHEELS WHEN BB GAME IS GENERATED 
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SELECT UPGRADE FLAG RKUP RBDT 
FOR RANKING DISPLAYED SYMBOLS AS 
RB-DETERMINATION DISPLAYED SYMBOLS 
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SET SELECTED UPGRADE FLAG IN DISPLAYED- 
SYMBOL UPGRADE FLAG RNKUP_FLG 
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SELECT WINNING SIGN SELECTION TABLE 
BNFGPLAY DURING INTERNAL GENERATION OF BONUS 
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MASK BONUS GENERATION BIT OF 
GENERATION FLAG WAVEBIT 
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DETERMINE WHETHER OR NOT SMALL-JACKPOT 
COMBINATIONS HAVE BEEN GENERATED 



NO 



RECHECK GENERATION FLAG, AND 
SET THE FLAG IN REGISTER 
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PROCESSING FOR SELECTING TYPE 
OF WINNING SIGN 
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SELECT SELECTI0N-OF-Z>-Z///-DURING- 
ILLUMINATION-OF-WIN-LAMP TABLE WLONRECH I 
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CHECK GAME STATUS FLAG GAMEST 
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!NTERr4AL GENERATION IS BEING REPORTED 
(i.e., WIN LAMP IS BEING ILLUMINATED) 



NO 
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CHECK INTER-BONUS-FLAG CHECK 
DATA FPLY CHK 
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DETERMINE WHETHER OR NOT BONUS 
IS BEING INTERNALLY GENERATED 
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SELECT SELECTION-OF-iL/-Z/y/-DURING- 
NORMAL-GAME TABLE GNRLRECH 
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SELECT SELECTION-OF-A/-2M-AT-THE-TIME-OF- 
INTERNAL-GENERATIOrsHBONUS TABLE BNFGRECH 



PROCESSING FOR SELECTING TYPE OF 
^2W/PRESENTATION 



CHECK TYPE OF U-ZH/ 
PRESENTATION RECH CLS 



DETERMINE WHETHER OR NOT U-ZH/ 
PRESENTATION IS TO BE PERFORMED 
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SELECT SELECTION-OF-WINNING-SIGN-DURING- 
NORMAL-GAME TABLE GNRLPLAY 
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CHECK INTER-BONUS-FLAG 
CHECK DATA FPLY.CHK 
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IS BEING INTERNi 


lER OR NOT BONUS 
MJ.Y GENERATED 



E01-31 



YES 



E01_33 



MASK BONUS GENERATION BIT OF GENERATION FLAG 
WAVEBIT (PRIORITIZE SMALL-JACKPOT COMBINATION 
PRESENTATION), AND SET THE MASKED BIT IN REGISTER 
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DETERMINE WHETHER OR NOT SMALL-JACKPOT 
COMBINATIONS HAVE BEEN GENERATED 
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RECHECK GENERATED FLAG AND 
SET THE FLAG IN REGISTER 
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SELECT SELECTION-OF-WINNING-SIGN-AT-THE-TIME-OF- 
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BONUS WINNING PROCESSING 
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ANALYZE DATA STORED IN REGISTER 
(Le. TYPE OF WINNING BONUS) 
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SET BONUS WINNING PRESENTATION 
COMMAND (OBh) IN RRST BYTE OF TRANSMiSSION- 
COMMAND-EDITION BUFFER TXBUFWK 
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SET TYPE OF WINNING BONUS IN SECOND BYTE OF 
TRANSMISSION-COMMAND-EDITION BUFFER TXBUFWK 
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(1) SET, TO ON, TRANSMISSION-COMMAND-EDITED 
FLAG OF PRESENTATION STATVIS FLAG PRDC STS. AND 
(2) SET REEL-SCREEN-TYPE FLAG TO C5FF 
(la, INDICATING THAT CURREfO- SCREEN 
IS NORMAL SCREEN) 
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CHECK PRESENTATION STATUS 
FLAG PRDC STS 
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DETERMINE WHETHER OR NOT U-^H/ 
PRESENTATION IS IN PROGRESS 
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(1) SET. TO OFF. i!>-2SS^PRESENTATI0N-IN- 
PROGRESS FLAG OF PRESENTATION STATUS FLAG 
PRDC STS, AND (2) SET SEQUENCE- 
CONTROL-IN-PROGRESS FLAG TO OFF 
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SET Z>ZV/-PRESENTATION SOUND MUTE 
CODE SD_OFF3 AND SD_0FF4 IN REGISTER 



-E02-8 



SOUND CONTROL PROCESSING 
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SET TOKEN PAYOUT SOUND 2 CODE SD PAY 2 IN 
REGISTER AND IN SOUND BACKUP AREA 2 SND BAK+1 
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SOUND CONTROL PROCESSING 



E02_11 
, E02_12 



< 



DETERMINE WHETHER OR NOT RB HAS BEEN WON 
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SET RB START SOUND CODE SD RBHIT 
AND RB OPERATION SOUND 1 CODE SD RBBGM1 
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SELECT TYPE OF BONUS STAGE AS TRUE RB(00) 
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DETERMINE WHETHER OR NOT BB 
HAS BEEN WON BY WHITE 7 OR RED 
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SET BB STAFH" SOUND 2 CODE SD_BBH1T2 AND 
BB OPERATION SOUND 2 CODE SD.BBBGM 2 
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SET BB START SOUND 1 CODE SD_BBH1T1 AND 
BB OPERATION SOUND 1 CODE SD.BBBGM 1 



SELECT TYPE OF BONUS STAGE TO 
BB STAGE 1 START (02) 



SET BONUS STAGE AREA BNS.STGN 
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SET SELECTED SOUND CODE IN REGISTER AND 
IN BONUS SOUND BACKUP AREA BSND.BK 
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(DETERMINE TYPE OF WINNING SMALL-JACKPOT 
COMBINATIONS) 
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DETERMINE WHETHER OR NOT NO MATCH EXISTS 
BETWEEN TYPE OF GENERATION AND TYPE OF WINNING 
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SET DROPPED FLAG DROP.FLG ON \J 
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SET RB-WINNING-PRESENTATION-DURING-BB 
COMMAND (11h) IN RRST BYTE OF TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 



CHECK BONUS STAGE AREA BNS STGN. AND SET 
RB STAGE NUMBER IN SECOND BYTE OF 
TRANSMISSIONHDOMMAND-EDmON BUFFER TXBUFWK 



SET. TO ON. TRANSMISSIOhHCOMMAND-EDITED 
FLAG OF PRESENTATION STATUS FLAG PRDC.STS 
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SET TOKEN PAYOUT SOUND 1 CODE SD PAY1 
IN SOUND BACKUP AREA SND.BAK 
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. CHECK BONUS STAGE BNS_STGN 
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DETERMINE WHETHER OR NOT 
CURRENT STAGE IS RB STAGE 3 
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SELECT RB OPERATION SOUND 1 
CODE SD RBBGM1 



CHECK NUMBER OF REMAINING BB 
GAMES BBPCTR 
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DETERMINE WHETHER OR NOT 
RESTORATION FROM PUNCTURES 
(FAILURES) HAS BEEN MADE (i.e., WHETHER OR 
NOT RB HAS BEEN WON BY RNAL BB GAME) 
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(FAILURES) SOUND CODE SD.PRET 



SOUND CONTROL PROCESSING 
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SET WINNING-OF-SMALL-JACKPOT- 
COMBINATION-BY-RB-PLAY-DURING-BB 
COMMAND CODE DSP BNHIT (lOh) INTO FIRST 
BYTE OF TRANSMTSSION-COMMAND- 
EDITION BUFFER TXBUFWK 
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CHECK BONUS STAGE BNS STGN. AND SET BB 
STAGE NUMBER IN SECOND BYTE OF TRANSMISSION- 
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